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BY THE MYSTERIES OF THE CRUCIBLE ARE THEY GIVEN FORM AND 
STRENGTH. BY THE MOLTEN FIRES AND POUNDING PISTONS OF THE 
FORGE ARE THEY ARMED AND ARMOURED. BY THE VOTANN АМО 
BY THE FANE ARE THEY GIVEN WISDOM AND PURPOSE. AND BY THE 
SEARING WRATH OF THE HEARTH ARE THEY FILLED WITH THE FURY TO v 
OVERCOME ANY FOE. 
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Welcome to Code 


INTRODUCTION 


Leagues of Votann. The data-tome you hold is replete with lore concerning the race who call themselves the 


Kin. Their long history; their many Leagues; their indomitable Kinhosts: all is recorded within. Read on to learn more, then 


make ready to muster your Oathband. There is a galaxy of peri 


Few races in the galaxy are as 
redoubtable, courageous or determined 
as the Kin who ma 
Votann. Nor are many as ruthless when 
it comes to the risk-and-reward calculus 
of war. To face them in battle is to stand 
1 


»praised 


ie up the Leagues of 


before an armoured avalanche t 
Il in its path. It is to be 
and then brusquely dealt with by 
attackers who see you as little more than 
an obstruction, or else as a hated nemesis 


‘whose annihilation is worth any cost. 


To those they fight alongside or trade 
with, the Kin are invaluable allies. 
However, those they deem a risk to 
their peoples’ survival they destroy 
with the same relentless rigour that 
the Kin apply to harvesting accretion 
discs, manufacturing their incredible 
technologies or, indeed, anything else 
they set their minds to, The Leagues of 
Votann are huge and formidable stellar 


empires, united by shared kinship 
as the emergence of the Great Rift sends 
ripples of upheaval through the galactic 
core and beyond - they are coming into 
violent collision with the other sentient 
races more than ever before 


Collecting 
for Warhammer 40,000 provides unique 
and exciting challenges. On the gaming 
table they are an army that combines 
massed armoured transportation, 
formidable close-range firepower and 


Leagues of Votann army 


immense resilience - both physical and 
psychological 
and then blast them into submission. 
Their advance is relentless and, thanks to 
technologies such as massed teleportation 
and magna-coil vehicles the Kin have 
the ability to strike where and when they 
want with meticulous precision. They are 
an army that embodies single-minded 
ding bold and decisive play 


to close with the foe 


tenacity r 


tobe overcome, and the Ancestors are watching. 


Bold painting, too, is often a facet of 
collecting the Leagues of Votann. Each 
League has its own heraldic colours and 
these are typically simple and vibrant, 
combining influences both military 

and industrial with near-corporate 


League iconography to create a look 
wholly unique in Warhammer 40,000. 
These schemes are applied differently 

by each of the Kindreds that make up a 
League, and itis down to each individual 
collector to choose how best to array 
their models in order to truly to make the 
Ancestors proud. 


Read on to discover more about the. 
Leagues of Votann, including their 
turbulent history, incredible technology. 
and stoic warriors, Within are the rules 
you'll need to transform your collection, 
into an Oathband or Prospect fit to strike 
out into far-space, and claim the stars 
from those who no longer deserye them. 


SKIES DARKEN AS THE IMMENSE VOID 

SHIPS OF THE KIN SETTLE INTO ORBIT. 

DARK SHAPES STREAK GROUNDWARDS 

AS A RAIN OF MILITARY LANDERS AND 
DROPSHIPS BEAR THE KINHOST TO WAR. 


THEIR ARMOURED SPEARHEADS 
STRIKE HARD AND TRUE. HEKATON 
LAND FORTRESSES SMASH THROUGH 
BARRICADES AND OVER OBSTRUCTIONS 
AS ENEMY FIRE REBOUNDS HARMLESSLY 
FROM THEIR HULLS. LIGHTER VEHICLES 
RACE ALONGSIDE THEM, SWINGING 
AROUND THE FLANKS OR FOCUSING HEAVY 
WEAPONS ON ENEMY STRONGPOINTS 
TO STRIP AWAY THE OUTER DEFENCES. 
AS TELEPORT SIGNATURES FLARE AND 
HATCHES SLAM OPEN, THE KINHOST'S 
INFANTRY SURGE INTO THE FIGHT AND 
THE STORM OF FIRE REDOUBLES. 


MOVING WITH UNITY OF PURPOSE, THE 
KIN ASSESS AND ELIMINATE THREATS. 
SEARING BEAMS OF ENERGY BORE 
THROUGH FORTIFICATIONS AND VEHICLE 
HULLS. SQUADS OF HEARTHKYN ADVANCE 
RELENTLESSLY, HAMMERING BOLT 
ROUNDS AND PLASMA BLASTS INTO 
ANYONE FOOLISH ENOUGH TO BAR THEIR 
PATH. CTHONIAN BESERKS AND HEAVILY 
ARMOURED HEARTHGUARD STORM IN TO 
FINISH THEIR FOES AT CLOSE QUARTERS. 
SOON ENOUGH, NOTHING REMAINS BUT 
THE PRIZE THAT THE KIN CAME TO CLAIM, 
AND THE SCATTERED BODIES OF THOSE 
WHO SOUGHT TO STOP THEM. 
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LEAGUES AT WAR 


For thousands of years the Leagues of Votann have exploited the riches of the galactic core and overcome the perils of that 
tumultuous region. Over the millennia they have battled many of the galaxy’s races, and sometimes traded with or fought as 
mercenaries for others. Now, as the galaxy convulses in the grip of the Great Rift, they face new challenges, and new wars. 


‘The Kin are squat, powerfully built 
humanoids. They dwell in vast numbers 
within the galactic core, being not so 
populous as the teeming Humans, but 
far better established than the nascent 
Tau or dwindling Aeldari. They are a 
lone race; each generation emerge 
from machines known as crucibles, 
Which draw upon vast banks of genomic 
data to produce a stable and varied 
populace. Their numbers are further 
augmented by the попкі 

intelligences clad in mechanical bodies 
that are dedicated to aiding their flesh 
and-blood fellows, To the Kin, the 
Jronkin are equal and valuable members 
of their starfaring society, both in times 
of peace and war. 


machine 


Few species in the galaxy can match the 
Kin for resilience of body, mind and 
spirit. They are indefatigable, but also 
highly conservative. It takes a great deal 
to change their minds, and those not 
of their species stand little chance of 
doing so: This makes the Kin implacable 
enemies. It also makes them valuable 
allies but securing their aid is no easy 
matter. The Kin look to their own 
familial duties and obligations first, and 
‘ultimately to the survival of their race. 

If they deem the motivations of others 
to go against these particular int 
then they are more likely to become foes 
than friends, 


sts, 


Asa race whose earliest origins lie 
aboard void-borne mining fleets, the 
Kin have an unforgiving moral code 

A filter changed late; а weak seam. 
hissed; a water tank left leaking: these 
And a million other minor lapses can 
spell disaster when voyaging through 
the inimical void. Equally, to overlook 
Valuable resources locked away within a 
stellar body, asteroid field or particulate 
belt сап leave a ship without the raw 
materials required to effect repairs or to 
fuel systems. When waste, laziness or 
“even simple error can spell death for all 


| aboard, these become the worst of sins, 
From painful experience has emerged 
the rugged survivalist culture of the 
Kin, who find strength and unity in the 
endless quest to acquire the resources 
their Kindreds need to endure. It is this 
apparent acquisitiveness that has caused 
many other species to judge the Kin 
often harshly - as selfish hoarders. 


KINDREDS AND 
LEAGUES 

All Kin - barring only rare outcasts 

= belong to a Kindred. These are 
groupings somewhere between extended 
families and close-knit nations, and vary 
in size from a few dozens of Kin up to 
many thousands, or even millions! All 
Kin in a Kindred have sprung from its 
icibles, and thus share a genetic bond 
stronger than allegiance to any flag. 

They usually live, train and toil within 
their Kindred’s Hold, when not abroad 
amongst the stars for trade, prospecting 


The Kin habitually load apparently 
simple terms such as “Hold? with 
nuanced meaning, being disinclined 

to even waste words. Thus, while the 
term is used throughout the Leagues of 
Votann, it can refer to wildly different 
structures and locations. Some Holds 
are fusions of fortification, city, 
industrial complex and strip mine, the 
largest of which may sprawl across - or 
honeycomb beneath - much of a world's 
surface, Others may be heavily armed 
void stations, chains of domes scattered 
through asteroid belts, nomadic 
harvesting fleets, syphoning plants 
riding the fringes of black holes, or even 
stranger marvels of technology 


A Kindred can bea commanding force. 
Iis Hold may boast bustling cityscapes, 
industrial and military powerhouses, 
and many massive void ships. Yet greater 
still are the Leagues of Votann. Nearly 
all Kindreds are part of one or another. 


League, proudly displaying their colours 
and emblems while sharing trade, 
military support, Guild tariffs and so on. 
Many Leagues have existed for millennia, 
The Greater Thurian League, the Ymyr 
Conglomerate, the Urani-Surtr Regulates, 
the Typhon-Styx Protectorate and others 
are established and ancient power blocs. 
Some, such as the ill-fated Kapellan 
League, have declined over the centuries, 
while others ~ like the Kronus Hegemony 
or the Seran-Tok Mercantile Leagues 

are more recently established. 


At the heart of every League lies at least 
опе Votann, also known as Ancestor 
Cores, The Kin believe these venerable 
thinking machines were created in a 

lost age of myth, and departed their 
home world aboard the first Kin mining 
fects. The Votann were sent into the 
void alongside the Kin to provide them 
with all the wisdom and aid they would 
require. The nodes through which that 
wisdom flowed have now become the 
Fanes that lie within all Kindred Holds. 
The Votann are of incalculable value and 
importance to the Kin. The millennia 
have wrought strange chang 

machine: intelligences, rendering them 
ponderous and senescent, yet they 

remain all-knowing repositories of lore 
and treasured links to the Ancestors of 
untold centuries, Kin who can commune 
with the Votann are known asthe 
Grimnyr, or sometimes Living Ancestors, 
and are universally respected 


TIME’S PASSAGE 
Millennia have passed since the very 
first Holds were established in the 
galactic core. The Kin have been content 
to remain largely within the bounds 

‘of that strange region, which has long 
daunted many other races. Powers such 
as the Adeptus Mechanicus, the Aeldari 
and the worshippers of Chaos have 
forged inroads into the core, of course. 
Some sought the incredible riches 
generated by the region’ stellar nurser 


in these 


THE EYE OF THE ANCESTORS 
The Kin are typically pragmatic in battle, to the p 
where their heroes seem almost dispassiona 
because the calculus of risk to reward — and resultant 
survival - underpins their military strategies just as 
much as it does every other aspect of Kin society. This 
not to say the Kin are not bellicose in war; t ег 
are lond of bellowed oaths, grim gallows humour and 
booming war songs, Rather, their forces have b 
known to abandon valuable positions or break off from 
ferocious engagements without a backward glanc 


е the most dangerous, where enemy 
id what amount of r 
hreat to balance success against c 


int 
This is 


re those enemies, however, whose actions test 
beyond its limits, Foes who repeat 
shame and insult the Leagues, perpetrate great horrors 
n the Kin or prove thorns in their side іте апа ik 
may b the focus of a Grudge. Infsuch 
the Kin appearto lose perspective. They will 
not hesitate to spend countless lives and shockin 
ons, only the grim quantities of materiel in the destruction of a begrudged 
enemy, pursuing them relentlessly even into probable 


Should the price of victory be judged too high. Th 


‘no cowardice or panic in such deci 
acceptance that spending lives and materiel to 


pyrthic victories is a trade only a fo 
enter into. 

Kin military de phasi: 
сатуга 
Kin military. 
gimlet gaze over the foe, d 


trine 


pose the gre. 
Known as 
allows Kin war leader 


ing the Eyê of th 
to judi 


and cosmic phenomena. Others hoped 
to hide amidst its turbulent gravitic 
anomalies, or to investigate the dense 
asteroid clusters flung out from the 
accretion discs around the supermassive 
black hole at the galaxy’s heart. Yet the 
core is a forge for stars, an immense 
swathe of wild space within which the 
fundamental forces of the universe 

rage. Many are the blasted ruins and 

the drifting void-hulks that form 

the headstones of those who sought 
sanctuary or fortune there, 


Such was not to be the fate of the Kin, 
however. Boasting physiologies and 
technologies seemingly tailored for 
survival in this perilous region, they 
prospered where others failed. Their 
Cthonian Mining Guilds were the 
hhardiest of all, and it was these heavily 
augmented and suicidally courageous 
individuals who delved swiftest and 
deepest. By the bloody light of red giants 
their space-borne particle excavators 
disassembled newborn stars from the 
inside out, then employed their fusion 
harvest to refine elements undreamt of 
to fuel burgeoning industry. Kindred 
void ships sliced planets apart, then. 
deployed external refinery-rigs on 
miles-long umbilici to reap the molten 
harvest. Cosmic radiation and particulate 
belts that had been old when the War 

in Heaven was fought were drawn into 
immense plasma-conductors, or caught 
in atomic scoops, then transfigured into 
the materials the Kin required to survive. 


termining w 
st threats and thus m: 
Ancestors, this t 
ata glance 


rm Grudgebands at such time 


ths to quest and 


Grudge is settled 
3 leader's ability t 

s enemy threats even in the midst of battle 
eaders must remain stoic as they pass thei 


ich hostile: 
it prioritisati 


endure 


One by one the Leagues formed. Trade 
routes bridged void-straits battered by 
searing stellar winds, or saw merchant 
craft ply back and forth between the 
core’ outer circumnuclear disc and 

the ominous dead zone that encircled 

its heart. More and greater Holds were 
raised upon worlds where night never 
fell due to the sheer stellar density in 

the skies above. Life was hard, but the 
rewards were plentiful, and the Kin 

saw clearly the benefits of thriving in 

a location where competitor species 
could not. Thus, as the millennia passed, 
the Leagues of Votann continued to 
focus upon settling the immense sprawl 
of the core, and upon exploiting 
boundless riches. 


PERIL & OPPORTUNITY 
This is not to say that the Kin never 
ventured into the wider galaxy. The 
boldest amongst them were driven to 
prospect beyond the core, or to establish. 
trade with species other than their own. 
More than this, there is a prevailing 
belief within Kin culture that, in order to 
honour the Ancestors, one must live a full 
life and discover or learn all that one can. 
‘This was reason enough to see countless. 
Kin exploratory and prospecting fleets — 
commonly called Prospects - set out into 
the wider galaxy. Italso compelled bands 
of Kin to leave their people and to fight as 
‘mercenaries in the wars of other species, 
returning only when they had gathered 
knowledge and experience fit to offer 


anachronistic in th 
that pervade Kin societ 
vever, the notion of Grudge: 
d natural as bre 
will judge har 


the Votann. 


orelse ne who 
tsiders, this b 
de Ki To the Kin 
ing. To their minds, 
low such 


Between these expeditions - and contact. 
with alien races also able to endure the. 
galactic core - the Leagues of Votan 
have encountered all of the galaxy's 

great powers in one context or another. 
However, in many cases these contacts 
were isolated to a single fleet, conflict 

or trade agreement. The Kin remain 
close-mouthed around outsiders, seeing. 
no reason to reveal the extent of their 
holdings in the galactic core, or risk. 
revealing the existence of the Votann. 
Many peoples they came into contact with 
thus mistook a single Kindred or League 
for the entirety of some comparatively 
minor alien race. In Imperial records it 
isimpossible to say how many itinerant 
nomad races, unclassified xenos trade 
fleets or so-called abhuman enclaves 

have actually been Kin. Where they have 
been identified consistently, the Kin are 
typically known to the Imperium by the 
rather pejorative term ‘Squats and vary in 
their classification between abhuman and 
trae xenos. The Kin have been mistakenly 
known to Тап and Human alike as the 
Demiurg, to the Aeldari as the Heliosi 
Ancients, and to various other pi 

as the Gnostari, ће Стоте ог, 

amongst others, 


"The Kin bear all this with! mixture of 
contempt and amusement. Their own, 
oldest records do much to confirm a link 
between the Ancestors and ancient, pre- 
Imperial Terra, but to the Kin this only 
encourages greater care in their dealings, 
with Humanity. The Leagues decided 


long ago that neither the God-Emperor. 
nor the Omnissiah were any deity of 
theirs. As such, they see anything that 
might offer the Imperium greater claim to 
impose its will upon them as something 
tobe avoided. 


Alongside exploration, trade and 
prospecting, the Kin have also fought 
countless vars. A disproportionate 
number ofthese campaigns have been 
waged against the Orks, who remain 
their most hated and frequent foes. The 
greenskins crude but hardy civilisations 
flourish as well in the galactic соге 

as they do everywhere else, while 

their anarchic, destructive nature is 
anathema to everything the Kin value. 

Itis a combination that has seen mutual 
aggression rage between the two species. 
The Kin have scarcely more time for 
the worshippers of the Dark Gods, who 
they view with a mixture of disgust 

and bewilderment. They dislike the 
Necrons, also, against whom they have 
fought numerous times ~ when their 
excavations disturb tomb complexes 

or ancient Dynasties return to reclaim 
worlds settled by the Kin. The Tyranids, 
meanwhile, are known throughout 

the Leagues of Votann simply as “The 
Bane, and are afforded the wary respect. 
‘one gives to especially intelligent and 
dangerous predators. This has not 
prevented some Kindreds from actively 
stalking Tyranid splinter fleets, striking. 
at isolated hive ships in order to harvest 
their resource-rich bounty. 


Humanity has been the enemy of 
the Leagues as often as their allis. 
Inquisitors and intolerant Space Marines 
are quick to name the Kin as xenos and 
demand their slaughter. The Adeptus 
Mechanicus, meanwhile, are viewed by 


whose acquisitive ignorance makes 


them dangerous, and who are to be 
swiftly eliminated where they cannot be 
avoided, With the Aelderi, the Tau and 
a number of other alien races, the Kin 
have maintained semi-cordial rel 
and achieved sporadic trade. Exceptions 
have still arisen, of course; the Kin have 
litle patience for the gruesome excesses 
of the Drukhari, or what they see as the. 
arrogance of the Asuryani, and of late 
have clashed around the fringes of the 
Chalnath Expanse with the dynamic. 
Tau Empire. 


SIMPLE TRUTHS 

So conservative is Kin society that - as a 
race - there are certain truisms and idioms 
that have found universal acceptance 
amongst them. The Kin call these their 
Truths, and treat them as articles of sincere 
good sense that are loaded with more 
nuance and meaning than is immediately 


apparent. The most common of these is 
the frequent Kin saying, "The Ancestors 
are watching, which often doubles asa 
battle ery. One interpretation of this Truth 
is that all the generations who have gone 
before are judging the deeds of the living 
Kin, who must strive their hardest to live 
up to those who came before. Yet equally, 
this Truth can remind the Kin that their 
‘Ancestors live on in every new generation, 
and that they are never alone while their 
forebears stand with them, 


“There are many other Truths, from. 
describing worthless objects or foolish 
schemesas'a prize for an Ork, to 

‘encompassing the depth of their races 


space-faring prowess in the simple 
statement, “The void is in our veins; Like 
the Kin themselves, to outsiders the 
‘Truths seem uncomplicated and direct, 
yet in reality they аге far more complex. 


KIN SOCIETY 


‘Traditionalist as they are, the Kin hold true to core societal structures and ideals no matter which Kindred or League they 


belong to. The Leagues of Vo 
в 


nn, the Kindreds and the Guilds form the foundations upon which the 


venerable institutions whose survival they fight to ensure. 


KIN AND KINDREDS 
The familial bond of the Kindred remains 
ith Kin and Ironkin whether they li 
nd work within their Hold, or roam the 
warriors, merchants, miners or 
nkyn rangers, There is a 
shared understanding between members 
‘of a Kindred that goes deeper than words 
T is acommonality of thought and action 
that binds their armies tight and can 
appear to outsiders like some form of 
low-level telepathy. 
Every Kindred has its own name, 
chosen when it was founded. Some 
including Skalfis Kindred, the Kindred 
of Narunn or Vykat’s Kin - are named 
for the Ancestor credited with their 
tablishment. Others are named after 


such as the Kindred of Echodark. 
Thousand Stars Kindred or the Iron 
Canyon Kindred. Oddly basic names 
used by some, like Kind 
Eleven-D, while оће 


sd Six or Kindred 
oast names that 


seak to their essential natures, such as 
the Star-delver Kindred or the Kindred 
of Ork Slayers, The Kin are also known 

e these forms, producing names 
such as Yohts Black Pillars Kindred, or 
The Kindred Stoic of Nightgulf 


Other than its people, the heart of every 
Kindred lies in its Four Pillars. The first 
is the Hearth - the fire that burns at the 
heart of the Hold, Echoing the times 
when all Kin sailed the sta 
vast generation ships, the Hearth is the 
blazing reactor that powers the Hol 
defences and sustains light and li 
fires are said to burn within the br 
all its Kin, only extinguished if every last 
member of a Kindred fall 
pillar is the Forge 
craft the weapons, equipment, tool 
vehicles and technologi 
m. In planet-based Holds the 


s aboard 


wherein the Kindred 


required to 
sustain 
be a conventional - if vast - 
hop, but in others it may 
the form of a huy 


» build, and also the 


a hollowed out industrial asteroid or а 
grav-anchored factory-station. The third. 
pillar is the Fane, tended to by the L 
Ancestors. From the Fane flows the 
wisdom of the Votann, for itis here that 
the Grimnyr interface with their 
‘ores. The final pillar is 
nomic cloning technologies 


he Crucib 
whos 

ensure the Kindred's continuation, and 
whose ancient devices are defended by 


the oath-sworn orders of the Embyr 


Every Kindred governs itself from a 
huge spherical chamber known as the 


Spakeründe. Here, the Hearthspake 
gathers — a ruling council of 
3uildmasters, senior officers of the 
military Kinhost, and wise and cunning 
3rimnyr. For ай their familial bonds, the 
members of the Hearthspake are much 
given to strident debate and obstinacy 
Kin are slow to change their minds. 
When one believes firmly that he or 
she knows what is best for the Kindred 
ey can be remarkably stff-necked, 


Moreover, all are keenly conscious that 
the Ancestors are watching. Though 
voices are often raised and debates may 
last for days, the Hearthspake sees little 
of the politicking or self-interested 
manoeuvring that typifies many species 
political arenas, The Kin might be 
hard-headed, but they are almost always 
earnest and honest in their desire to 
guide their Kindred wel 


THE GUILDS 

Guilds spread through Kin society like 
veins of ore through bedrock. They are 
uniting bodies made up of all those Kin 
who perform a particular role or provide 
a particular service within a region of 
Kin space. Every Guild is ruled over 

by its Guilámasters, who set standards 
for Guild accreditation, expected levels 
of workmanship and the tithes their 
members levy. The most prominent 
Guildmasters also attend the Hearthspake 
to give voices to the civilian Kin, 


In theory; the Guilds exist apart from 
Kindred affiliations. They are meant to 
bea meansby which fair competition 

is maintained across Kin space without 
Kindred loyalties carrying undue weigh 
In practise, smaller Guilds rarely extend 
their influence beyond a single Hold or 
Kindred, Moreover, Gui 

voluntary step that not all Kin take; Guild 
members look askance at freelancers, 
while freelancers in turn despair at those 
they see as hidebound guildsmen. Where 
larger Guilds do reach across multiple 
Kindreds, there is no guarantee another 
enterprising group of Kin won't decide 

to set up a rival Guild. Competition 

сап become heated between such 

bodies, Other races have been caught 

in the crossfire as competing Guilds 
sponsor Oathband expeditions into rich 
systems, caring far more about beating 
their rivals to the punch than about the 
luckless civilisations already inhabiting 
contested worlds 


affiliation is a 


Despite ther fractious natures, Guilds are 
invaluable to Kin society. They smooth 
trade and transit between Kindreds. They 
provide organisational administration 
and suppor: throughout the Leagues. 
From star-mining and gravitic fracking 
to military supply chains, void craft 
repair, the provision and preparation 


of food and drink, the construction of 
homes and Holds and every other aspect 
of Kin manufacture and distribution, it 
all functions better thanks to the Guilds 
competition and high standards. 


THE LEAGUES 

The first Leagues of Votann were formed 
by Kindreds in direct pos 

Ancestor Cores, The Leag 
initially military alliances intended 
to ensure the precious Votann were 
protected, and sprang naturally out of the 
long-march mining fleets that settled the 
galactic core, Soon enough, the Leagues 
became mutually beneficial allied bodies 
comparable to star-spanning nations. 


Each League possesses sole claim to the 
ancient heraldic colours and logos of one 
of the long-march mining fleets. Every 
Kindred that belongs toa League is thus 
entitled to display these schemes and sigils 
in whatever fashion they see fit, providing 
it is suitably respectful. Over time, the 
territories claimed by each League within 
the galactic core have become relatively 
set, while prevailing cultures, specialisms 
and outlooks have come to prominence 
within their member Kindreds, 


The many Kindreds of the Greater 
Thurian League, for example, tend 
toward the core Kin values of trade 

and prospecting, and are known and 
respected for being especially mercenary. 
Those of the Trans-Hyperian Alliance 
are renowned as explorers and voy: 

for they possess 

drive to enrich the Votann as much 
as possible 
or military conquest. The Kronus 
Hegemony and Grendl Dominance are 
overtly warlike, with the Kindreds of the 
Kronus Hegemony particularly notorious 
for their me 

apparent willingness to declare a 
Grudge atthe least provocation. The 
Jotun-Erydani Combine are renowned 
for their craftsmanship and forging, the 
Urani-Surtr Regulates have a reputation 
for incredible stoicism and self-reliance, 
the Ghulo Industrial Complex are 
unmatched in the fields of void mining 
and terraforming, and ro League boasts 
greater or more indomitable fortifications 
than the Kindreds of the Typhon: 

Styx Protectorate 


‘almost puritanical 


whether by discovery 


anised onslaughts and 
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joy 


vigo; 
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These are but some of the many Leagues 
оГ Votann scattered throughout the. 
galactic core, Even the Kin no longer 
know the full extent or composition 

of these alliances for while it is 
uncommon due to their conservative 
natures it is not unheard of for 
Kindreds to leave one League in order to 
join another. In addition, some Leagues 
have declined in power and importance 
until they fragmented, while others 

have been annihilated wholesale by war 
or tragedy, or have been cut off by the 
emergent warp storms of the Great Rift 
Other Leagues have been newly founded, 
sometimes in far remote territories, OF 
else have been refounded in name by 
those who wish to honour some ancient 
League believed long lost 
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It is possible that the Ancestor 
however, it is likely buried beyond recovery. Accordingly, even the pe 
accept that - after a certain point - their ancient histories blur into myth. 


generation ships. It isa First Truth that 
the Kin werea cloned people from the 
beginning, and that the Ironkin have 
been with them since those 

It is a First Truth, also, that the Ancestors 


The Leagues of Votann are named in 
honour of Votann itself, who is also 
Known variously as the Primal Ancestor, 
the Gilded One or the Štonemind, 
amongst others. In some Kin myths, 
Votann was not one being bat many, 
find is sometimes depicted as a group 

a wheel 


liest days. 


of the Kin set out as mine 
and void-<dred 
explo 


prospectors 


ers, charged with 


of gleaming golden figures or ing the riches of the heavens, 


f graven stone faces. In other myths 
Votann fashioned the first crucibles, then 
raised the Kin up and sent them sailing 
into the dark void - before oceans of fire 
and flesh rose to swallow them. Some 
myths speak of Votann as eldest and 
wisest of the First Ancestors themselves 
shadowy presences ill-defined and shown. 
in many different forms ~ both humanoid 
and otherwise = where they are depicted 
atal, 


Kin myth blends into recorded history 
around the time their long-march fle 
were approaching the galactic core. Why 
they did not return to the heartlands 
of Humanity is unclear. From the fact. 
that so many Kin fleets plunged into the 
galactic core within a period of only a 
few centuries, it might be inferred that a 
deliberate choice was made. It is during 
| this period that the last references 
to the First Ancestors can be found, 
often blurring with 
into - mentions of the Ancestor Cores, 


| or transitioning 


With typical pragmatism, the Kin accept 
that their myths are too contradictory 
‘These are themselves also referred 
to collectively as "The Votann; with 

the Kin employing the two terms 
interchangeably. The First Ancestors 

are cited here as agents of change, and 
held responsible for the majority of the 
stable mutations ~ collectively known 
as cloneskeins = that run through the 
Kin gene pool. This pool appears to 
have been broad, deep and varied from 
the first putting the Не to simplistic 
notions of a clone race all being literally 
identical. The Votann are thought to 
have hardened the Kin both physically 
and spiritually. Some accounts claim this 


allegorical and suspect to becited as 
possessing a definite basis infact. None of 
this troubles them overly. 

are in tradition and dour realism, the Kin 
feel less need than Humans to don the 
armour of faith, They are not frightened 
by the inexplicable Instead, they accept 
reality as they see it to be; ifthere are 
matters in their ancient past of which 
they have no understanding then - unless 
those matters suddenly become relevant. 
to their present — the Kin set them aside. 
Of course, many Grimnyr continue to 
interface with the Ancestor Cores in the 
hopes of asking the right questions to 
unlock portions of their ancient history 
Most do this more out of curiosity and 

а desire for completeness, however, 
rather than being motivated by some 
existe 


керей as they 


‘was in response to a perceived threat 
| others that it was done to ready the Kin 
for inhabiting their harsh new home in 
the galactic core. 
ial need. 


In practical terms, the introduction of 
the cloneskeins gave the Kin denser 
musculature, tougher bone structures, 


For all this, there are certain articles 
ff lost history that the Kin deem 
indisputable fact. They call these the 
Firat Truths. It is a First Truth that their 
‘earliest Ancestors departed the home 
‘world almost certainly pre-Imperial 
"ferra - millennia ago aboard fleets of 


higher red and white cell counts, 


exceptional core strength and formidable 


physical resilience. More esoterie - but 
по less evident = are the changes worked 
‘on the Kin spirit, which cause their souls 


ORIGINS & ADAPTATIONS 


ores retain records of all Kin history since their earliest days. If such information survives 
nnially thorough and practical Kin have been forced to 


to shine far more dimly amidst the tides 
ofthe warp than those of Humans, The 
Kin evidence no uncontrolled psychic 
mutation, and only those with the 
appropriate psychoactive cloneskein 
сап activate the so-called barrier-tech 
that allows psychically active Kin to 
interact with the empyrean. It is rare 
indeed that Kin fall victim to physical 
mutation, daem 
temptations of Chaos. Hostile psychic 
abilities struggle.to find purchase 

upon them, It has been suggested by 
some outside observers that this very 
hardening of spirit led the Kin to become 
ever more obstinate and conservative in 
character. If this о, then itis just one 


possession or the 


ide of a metaphysical feedback loop that 
has benefited their race greatly across 
the millennia. 


Beyond these benefits, there are many 
cloneskeins that impart useful physical 
abilities upon Kin who possess them. 
From enhanced reaction times and 
vision that registers infra-red or other 

, to limited resistance 


energistic spect 
to extremes of temperature, gravity 
or strains of cosmic radiation, thelist 
goes on, The cloneskeins undeniably 
aided the Kin in enduring the extreme 
environments of the galactic core. Many 
cloneskeins manifest physically, whether 
it be unusually coloured eyes or skin, 
craggy subdermal layers, chemical body 


odours or various other giveaways. To 
Humanity, such physical abnormalities 
would surely be cause for prejudice 
and mistreatment, To the Kin, they are. 
rather badges of valuable ability either 
bequeathed by the ineffable Ancestor 
Cores or encouraged by the Cloners 
Guilds during gestation, 


Obscure legend gives way entirely to 
historical record during the following 
centuries, as scattered Kindred fleets 
settled new worlds, established trade 
routes and became the first Leagues 
of Votann. 


DARING THE IMMATERIUM 
The Kinare able to exploit warp space in a way few other 
peoples would risk, thanks to their hardened souls and 
the reliable protection offered by their technologies. 
Even those Kin who carry the psychoactive cloneskein 
are not literal psykers in the true sense of the word. Like 
a shuttered lantern whose aperture has been opened 

a little wider, the souls of these psychoactive Kin sl 
just brightly enough to mesh with ward-tech, such as 
Ancestral ward staves and crests, These devices come 
to life at their touch, emitting a soft thrum of power and 
glimmering with cold witchlight. It is through the careful 
use of barrier-tech devices that the Embyr manipulate 
the energies of the warp to produce manifestations 
similar to those conjured by true psykers. 
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The Kin say that the void is in their veins. By this they 
mean that they have been starfarers since their earliest 
days and consider themselves pre-eminent in that. 

field. Their void craft tend toward enormous size and 
redoubtable build, with even smaller vessels such as 
the Bastion or Stronghold-class mining vessels matching 
most races’ cruisers for armoured bulk, shielding and 
firepower. When navigating realspace they employ 
electromagnetic scoops to power hydrogen ramjets 


that — while not the swiftest means of propulsion — аге 
typically arranged in such clever profusion as to render 
Kin void ships balletic, despite their huge size. 


When it comes to warp travel, the Kin are equally 
steady in their approach. They use warp drives and 
geller ramparts of superior design and reliability 

to anything Humanity understands. Each craft is 
commanded by a Voidmaster — a captain skilled in 
every aspect of spacefaring and often augmetically 
enhanced to aid them in their duties. Each is supported 
by Ironkin Wayfinders, whose accelerated logic-cores 
enable them to cogitate probable paths through 

the madness of warp space without risking psychic 
interaction. With support from their bridge crews, these 
specialists guide their craft in a series of plunges. 

‘These are short, controlled warp jumps during which 
the Kin may take the time to harvest energistic skeins 
from within the immaterium, or even board warp- 

borne space hulks for empyric salvage. Travelling in 
plunges takes longer than the vast warp jumps made 

by Humanity, or the risky sprints of the Таџ slipstream 
module, but it ensures that the Kin arrive where and 
when they intended almost every time 


THE VOTANN 


‘The Votann - or Ancestor Cores - are as sacred to the Kin аз gods are to more spiritual races. Part oracular fonts of wisdom, 


part gestalt ancestral presences and part sentient super-c 


jtators, the Votann are the foci for a secular cult of veneration 


whichis as close as the Kin come to religious belief. No League would risk harm to its Ancestor Core if there was any other 
path, and no Kin nor Ironkin would hesitate to lay down their lives in defence of the Votan. 


By custom, the Kin do not speak of 
the Votann to outsiders. They use their 
пате freely enough, but never explain. 
it, content to leave others to believe 
what they want of the word. The Votan 
belong to the Kin, just as the Kin belong 
to the Votan, and no other peoples 
have any place in that relationship. In 
part, this is because superstitious non- 
Kin would be apt to misinterpret the 
Ancestor Cores as deities or daemons. In 
truth, the Votann can best be described 
as ancient machine intelligences so 
complex and powerful as to be nigh 

on supernatural. Their self-organised 
datastacks and quantum infocores hold 
all the information a race might need to 
thrive in the depths of space. Weapon 
specifications, Standard Template 
Constructs, scientific and philosophical 
learnings, genealogical data, military 
and survival theory and strategy: these 
are just parts of the wealth of lore buried 


within the machine minds of the Votann. 
So bright do theirartificial intellects 
shine that Kin voidfarers are even able 

to use them as localised beacons within. 
the warp. Herein lies the other reason 

the Kin do not speak of the Votann to 
outsiders. In a dark and ignorant age, few 
treasures are as precious, or dangerous, 
as knowledge, 


Sadly for the Kin, the wisdom of the 
Ancestor Gores has become ever harder. 
to access as the millennia have passed. 
Whoever created these incredible 
‘machine minds, it seems unlikely 

that they were ever meant to continue 
independent operation for as long as 
they have. Nor, perhaps, were they 
‘equipped to wrestle with the intellectual 
and moral dilemmas, or galactic 

truths, they have been faced with. 

‘More and more information, dutifully 
catalogued and filed away, has filled 


their mental storehouses to overflowing. 
Questions posed to the Votann have 


required them to adapt their own 
processing subroutines through self- 3 


guided evolution and, at times, to 
request informat 
augmentati i 


the true li minds of the Kin has. 
Jed some Votann to develop str 
| quirks akin to п 
25. All of them have 
more ponderous of thought 
asked of the Votann may take as muc 
аз centuries to receive an answer, 
‘may even then be another question. 
Information not regularly accessed has 
vanished into lost datavaults deep within 
their mental architecture, while vital 
facts or details have been mired in self- 
replicating layers of data-amendments. 
Day by day, the Ancestor Cores 
become more senescent and - in some 
cases — mercurial, 


lich 


THELOST AND LAMENTED 


The Votann are protected with every technological and 
strategic art the Kin can conceive, including Oathbands 
of Einhyr Hearthguards and war engines, who stand 
guard over each Ancestor Core. Some are buried deep 
in fortified vaults, or encased behind layers of force 
fields at the heart of impenetrable strongholds. Others 
are kept on the move, housed aboard the mightiest 
flagship of their League. 


For all this, some Votann have fallen to the predation 

of foes, much to the shame and sorrow of the Kin. The 
Five Hundred Years’ War was triggered when the Orks of 
Waaagh! Morbok overran the Hold of Oriakh’s Irongate 
Kindred and tore apart the Ancestor Core within, The 
Grand Orion Compact swore the most widespread 
Grudge in recorded history for the death of their 
Votann, hurling all their might against Morbok's Empire 
of Scrap for more than five centuries, until the last Ork 


More tragic still is the tale of the Emberg-Aegnir Bloc, 
who found themselves in the path of a tendril of 

Hive Fleet Leviathan, Consisting of only a handful of 
Kindreds, the Emberg-Aegnir were forced to stand their 
ground when the hive ships closed in around the Hold 
world beneath whose surface resided their Votann. 
Hopelessly outnumbered, the Kin fell to the last in its 
defence. Yet the bitterest irony was yet to come; the 
‘Tyranids ignored the Votann entirely, leaving it buried 
alone in its pit upon a dead world. The accumulated 
pain and desolation of those who had fought, died and 
been returned to the Ancestors = to keep their bodies 
from the hungry там of the swarm = flowed into the 
machine mind of the Votann and drove it insane. The 
sorrowful tale of the Mad Core is still told amongst 

the Leagues, and all know not to sail by the wavering 
beacon of its tortured mind. 


was slain and the insult answered 


IMPOSSIBLE BURDENS 
Ironically, the cultural practices of the 
Kin may actually have contributed, 
however unwittingly, to the Ancestor 
Cores’ decline. The Votann have long 
borne respon for regulating the 
genomic data required to breed each 
new generation of Kin, even as the race. 
has grown exponentially. Perhaps most 
demanding of all, they have also accepted 
into themselves the accumulated — and 
often duplicate - cerebral data of endless 
generations of dead Kin and Ironkin. It 
‘seems likely this custom was once purely 
practical part of the same pragmatic 
routine that saw the bodies of the fallen 
recycled for nutrients and raw materials. 
In more recent millennia, however, it has 
taken on an element of ritual that has 
seen mountainous dgifts of information 
drown even the hyper-technological 
mind-cores of the Votann. 


All Kin desire to rejoin the Ancestors 
‘upon their deaths, with their bo 
and minds offered up to the Votann 

in the belie that their experiences will 
enrich the machine minds and aid future 
generations. This places great pressure on 
individual Kin to live up to the perceived 
ideals of their Ancestors, driving them on. 
to illuminate dark new corners of space, 
to witness sights no Kin before them has, 
and to engage in adventure and battle 
across the vast span of the galaxy. It is a 
major motivator in Oathbands setting 
‘out to fight as soldiers of fortune in the 
wars of other races, for doing so allows 
them to learn much from their temporary 
‘employers - not least the movements of 
potentially hostile foes and the locations 


more grizzled and 


The tradition of returning to the 
Ancestors also provides the Kindreds 
with their greatest means of sentencing 
transgressors. It is viewed as a waste. 

of resource to incarcerate those Kin so 
aberrant that they would commit cardinal 
crimes against their own. Murder, 
extreme wastage and abject failure have 
but one possible punishment. That they 
might no longer burden their family, 

the culprit is sent into exile from which 
vanishingly few ever return. At the same 
time, their name is told to the Votann, so 
that the Ancestors know who has failed 
them and can forbid the transgressor 
entrance into another Kindred or League. 


‘To the Kin, the true horror of 
this sentence is neither death nor 
loneliness, but rather that they will 

never be permitted to return to the 
Ancestors. Their entire life and all of 
their experiences are thus rendered 
meaningless. The Kin say of this fate that 
it would be better never to have drawn 
breath. The thought of exile is one of the 
very few that inspires true dread amongst 
them, and its threat does more to stay 
the hand of lawbreakers than would any 
amount of corporal punishment or fire 
and brimstone dogma. 


THE INTERFACE 

‘tis the Grimnyr who come closest to 
speaking to the Votann. To them falls 
the duty of asking the Ancestors for 

L wisdom and guidance, and interpreting 
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the resultant output. This they do within 
the arcane technological structures 
called Fanes, 


Every Hold has a Fane - a space of 
timeless devices and quiet contemplation, 
at the heart of which lies a complex 
tangle of machinery that is part altar, 
part interface, It is said that once, these 
machines were simply the nodes through 
which the wisdom of the Votann flashed 
with the speed of thought from one 
voidcraft to another. They still fulfil this 
practical purpose. Culturally, though, 
Fanes have taken on a greater spiritual 
significance to the Kin, so that now they 
are viewed as places where one stands 

in the fll regard of the Ancestors, and 
where the presence of the Votann lies 
heavy and sombre. Indeed, through 
arcane technological processes that 

even the Kin do not understand, there 
have been instances recorded of Fanes 
miraculously developing artificial 
intellect in their own right, and joining 
the ranks of the Votann themselves. 
"These occurrences of miraculous self- 
awareness are cause for great honour 
and celebration amongst the Kindred in 
whose Hold they occur. 


By comparison, though, more than 
опе Votann has degenerated in recent 
centuries until they have become litte 
more than Fanes themselves. To witness 
such decline is a terrible tragedy to the 
Kin. Alliances such as the Kapellan 
Leagueor the disintegrating Balor-Atal 
‘Conglomerate endured long years of 
mourning after their Ancestor Cores 
suffered this fate. 


WAR ZONE: 
ORGVAYR 


"The emergence of the Great Rift shook the Leagues of Votann to their foundations. Holds 
vanished amidst the roiling energies of the warp storm belt, Trade routes were severed. 
Many Kindreds were compelled to relocate their holdings, abandoning territories held for 
thousands of years and venturing out from the galactic core to seek more stable regions to 
settle, Both within the core and beyond its fringes, the rift’sadvent has driven the Kin into 
new conflicts, as well as stirring up old foes and setting them on a collision course with 


the Leagues. 


"Ihe Kin do not recognise or name the Great 
Rift as a single manifest phenomena. They 
believe that to do so would lend further 
superstitious menace to a threat that is already 
menacing enough. They choose instead to 
name the greatest of the component warp 
storms that have opened within the galactic 
core, treating each as a separate peril to be 
weathered and overcome, 


‘One such raging empyric maelstrom opened 
upon the north-eastern fringe of Greater 
Thurian League space, and was soon named 
Orgvayr - roughly translating in High Gothic 
as the Ogre: The Void Strider Kindred and 
Lakhryr’s Kindred were swallowed up in the 
instant of its opening, Their pan spectral arrays 
gave some small forewarning, and so ragged 
fotillas of Kin refugee ships limped from the 
fringes of Örgvayr days after its emergence, 
their passengers telling of Holds dissolved into 
raw madness or overrun by howling daemons. 
Close on their heels came ravening Chaos маг 
fleets Sailing the void in baroque warships and 
‘monstrous hulks, they fell upon the Greater 
Thurian Systems bordering the storm zone. 

As more Chaos worshippers poured out of 
Órgvoyr by the day, it became clear to the. 
Greater Thurian League that a terrible new 
threat had been unleashed upon their Holds, 


Those Kindreds whose Holds lay directly in the 
invaders path now faced a difficult choice — to 
hold their ground against the onslaught, or to 
fall back in the face of growing enemy strength, 
Exchanging messages as best they could via 
hardened las-com relays, the Hearthspakes 

of the Deeprock Kindred, the Kindred of 
órtun, Khald’s Star Breaker Kindred, and 
Kindred Crimson-Two all elected to hold fast. 
“The Grimnyr interfaced in their Fanes with 

the Greater Thurian Votan, asking that it 
communicate their plight to the wider League 
and begging its advice. Swift merchant craft 
and scout ships plunged into the warp, bearing. 
the same messages to neighbouring Kindreds 
“Those facing the invasion would stand firm 
until the will of the Votann and the League 
could be made known, or until their defiance 
was judged too costly to maintain. 


Meanwhile, the ravening hordes of Chaos 
blazed a trail of havoc toward the Hold worlds 
that lay in their path, 


COUNTEROFFENSIVE 

Ву а stroke of good fortune, Kahl Othar the 
Destined had recently returned to Obsyd 
Gate, Hold of his own Kindred of Vortun, 
Ever the dynamic hero of his people, 

Üthar convinced the Kindred of Vortun 
Hearthspake that they could not afford to 
simply mass behind their defences and await 
their enemies’ onslaught. To do so handed 
all strategic initiative and opportunity to 
the invaders, and would abandon outlying 
facilities, resources and personnel to their 
murderous attentions. The voice of the 
Destined carried great weight amongst his 
Kindred, who were swiftly convinced by his 
arguments. Thus, their mustered Kinhost 
broke into a number of Oathbands; some 
would remain to garrison Obsyd Gate, 
while the rest would sally forth under 

the command of Üthar and several other 
prominent heroes, to launch counter-atiacks 
against the incoming Chaos invaders. Their 
role would be to stow the enemy wherever 
possible, to evacuate all resources, Kin and 
Tronkin they could, and to destroy any 
facilities they could not rescue so as to deny 
their use to the foe. 


баг the Destined's Oathband deployed to 
the outlying world of Tórg. Riven by years 

of deep-core tectonic mining, Tórg was a 
hostile mass of jagged stone, exposed magma 
veins, convulsing super-volcanoes and 

Kin harvester fortresses, wreathed in toxic 
fumes. Several immense renegade warships 
had already settled in the vulnerable world's 
orbit and disgorged warbands of Heretic 
Astartes to the surface, Mutated Chaos Space 
Marines of the Purge and ferocious Khorne- 
worshipping World Eaters had overrun Torg's 
void docks and cut bands of Guild Miners 
off within their harvester fortresses. Swiflly 
casting the Eye of the Ancestors over the 

dire strategic situation, Üthar formulated 

his battle plan and set his forces into motion 
without delay. 
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nthe void, the ships of Ùt 
‘athband engaged the craft of 
the Chaos-worshippers at the 
command of Voidmaster Hémmyk. 
Their mighty conversion-beam 
batteries and s f drill torpedoes 
mauled the grand cruiser Abomination 
and forced other Chaos warships to 
break off orbital bombardment in order 


to respond. Hêmmyk coordinated 


her small but potent fleet with 
consummate skill, fending off each 
assault by the Chaos worshippers and 
handing out far worse punishment 
than her own ships suffered. 


Nakh's Hernkyn Pioneer band: 
supported by light gunships and 
gitaur ATVs, swept through 
of the Fumarok 
lange fo attack the World Eater 
from the rear. They launched swift 
hit-and-run strikes, using their pan 
spectral scanners to maintain a fix on 
their enem the toxic murk 
Goaded to action, many wrath-crazed 
me Berzerkers broke off their 
assault on Harvester Fortress Five 
pursued Nêkh's band into th 


into several smaller 
Othar the Destine 
launched a massive drop offensi 
into the Shatter 
led an armetired spearhead agains 
orld Eaters of Lord Hakatar, 


Svékh Thürkann and her 
Oathband met the Purge 
head-on. As orbital 
fire from both sides 
rained down, the two. 
swirling battles erupted 
into a storm of clos 
range firefights and. 
brutal offensive 


While th re 
engaged to the north, 
Grimnyr Khóhn led an. 
of Einhyr 
and Hearthkyn ta 
uate the Cthonians 
at Harvester Fortresse 
Wo, Three and Four 
Guildkin and grea 


materials were loaded 
aboard Hekaton Land Fortresses and 
the armoured carriages they di 
behind them. Sensing thelr pr 
Jrthak Skullipper 
leport of World. 
Eaters Terminators that cut the Grimnyr 
т bodyguards off, even as Kin 
еге pulling out Though many 
reris turned back to hurl 
into the fight, the Living 
be rescued. The 
в Cthonians and many of the 
Hearthkyn have since formed the 
Grudgeband of Khóhn - they will b 
upon Urthak skullripper or 
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thar the Destined met Lord Hakatar 
of the World Eaters upon the stone 
span bridging The Chasm of Embers 
The ds battled back айа 
rth along the crumbling expanse 
as their warriors fought and died 
around them, and pillars of volcanic 
fire blasted up from below, Wounded 
but unbowed, Othar at last wrong- 
footed his foe, taking the World Eater 
right leg off with a vicious sweep and 
pitching him, still howling with fury 
Into the flames below. 


After several hours of rapid armoured 


warfare, and with the vast majority 


of Kin assets ferried successfully up 
to his waiting void ships, Kahl Othar 
‘commanded a full retreat fro 
Howled accusations of cowardice from 
the Khorne-worshippers followed the 
They meant nothing tothe Kin. 
as worth extracting from 
planet had been recovered, and any 
remaining assets were deemed 
‘worth the cost in lives to salva 
Thurian League Oathbands. 


fell back in good order, Voidmaster 


stating volley to scatter 

their formations before commanding a 

plunge back into warp space, The tragi 

death of GrimnyrKhobn 

Törg offensive had proved s 

but the wider war zone Orgvayr was 

becoming more fraught and violent by 

the hour. A great battle lay before the. 

Greater'Ihurian League, and Отаг he 
d would be needed elsewhere 


SEEKERS & DELVERS 


To the Kin, any region of blank space upon their star charts is a mystery in need of solving. The desire to plumb the depths of 
the void, to discover its secrets and claim its riches is deeply ingrained in their psyche, as is the need to know what - i 
sources of peril might lurk amidst the shadows. 


rable sights, uncover | To achieve all thi 


| themselves make grea 


to see unbeli however, the Hernkyn 


ominous galactic secrets and experience 


‘The Hernkyn are the furthest travelled 


of their race. Their sturdy boots have left t personal 


| 
printsin the aeons-old dust of lost moons 
“Their Pioneers have skimmed acr 
baking plains and through th 
jungles of worlds never y 
the Kin. Bands of Hernkyn k 

ndreds behind for decades at a ti 
forging out into the dark spaces beyond 
the furthest trade routes, or shining their 
lights into regions long declared lost or =| 
forbidden, In many galactic cultures, such 
a wanderer’ role might fall to outcasts and 
Toners, and be 
against confining social structures. 

omparison, becomi 

Hernkyn brings high honour amidst the 
Leagues of Votan, 


ynonymous with rebellion 


one of the 


By ranging the dark void, the Hernkyn do. 
great service to the Votann. Such a wild 
‘and rootless existence leads Hernkyn. 


countless - often perilous — adventures. 
All of these expel 
when Hernkyn finally return to their 
Ancestors, they bring with them swathe 


of enriching experienc 


The Le 
greatly from the efforts of the Hernkyn. 
Tt is often an intrepid band of these brave 


gues of Votann also benefit 


ntifies and warns of an 
il, be it a star preparin 

to go supernova, a hidden webway spur 
employed by Commorrite slave-raiders 
an onrushing Ork Waaag 

n threat, The Hernky 
locate potential trading partners for their 
Kindreds, mark navigable void. 

scout viable regions for Kindred 
settlement and — most important of all 

locate valuable resour ploited. 


unforest also 


es to bee 


sacrifices. It is this that makes them such 
w Kin. 
Tis not easy for family-focused clones 
to spend such extended periods of time 
away from the comfort of their Kindreds 
and Hold 
langer that - if their band is wiped out 
far from League space = the Hernkyn. 
may never return to their Ancestors. That 
these brave scoy o take such 
risks says much for their character. It 
also speaks volumes of their race’ inbuilt 
drive to survive no matter the hardships 
cor dangers 


heroes in the eyes of their fell 


Moreover, there is always the 


are willi 


The Hernkyn take pride in the perils of 
their role as frontiersmen. It is perhaps 
unsurprising that they are amongst the 
most rugged and dour of all their people 
holding hard to the bonds of loyalty that 


bind their pioneering bands together, 
who are all the family they can rely on so 
ar from home. 


The Leagues ensure their Hernkyn are 
as well equipped аз possible to face the 
dangers inherent to their role. Guild 
affiliates furnish bands of Hernkyn with 
the most advanced and redoubtable 
scout ships in Kindred space, piloted 

by Voidmasters as courageous as they 

ге skilled, A wide array of armoured 
‘gunships and rugged exploration and 
combat vehicles provide the Hernkyn 
with transportation the equal of even 
the most hazardous alien landscapes 
Meanwhile, their enviro-hardened 

void suits are supplemented with an 
impressive arsenal of weaponry - both 
Kin-portable and vehicle-mounted - 
along with a range of field generators, 
survival gear and pan spectral scanners. 


Pan spectral scanners are useful both 
in prospecting and combat. They can 
detect an incredible range of energy 
spectra not only through solid matter, 
but even across multidimensional 
wavelengths, ensuring the Hernkyn 

are rarely surprised by even the most 
cunning or esoterically empowered foes 
‘These scanners are equally unlikely to 
miss the presence of natural resources 
the Kin would prize. When such rich 
discoveries are made, Heenkyn mark the 
location using powerful claim-beacons, 
whose multispectral energy signatures 
are bounced back along networks of relay 
satellites all the way to League space. It 

is at such times that the Cthonian Guilds 
rumble into action. 


GALACTIC HARVESTERS. 
If the Hernkyn are exemplars of their 
rice’ survivalist drive, the Cthonian 
Mining Guilds embody their bel 
and acquisitiveness. Fearless in the cause 
of locating, securing and harvesting 
resources for their race, the Cthonians 
think nothing of braving environments 
5o extreme that even other Kin would 
baulk at their hazards. From violent 
gravity maestroms, meteor collision 
fields, savagely irradiated nebulae and 
plague-ridden planetoids to sweltering 
‘magma caverns, crushing oceanic depths, 
hypersonic shard-storms, gnawing fringes 
of black holes and even nightmarish 


space hulks adrift on the tides of the 
warp, the Kin of the Cthonians take grim. 
pride in braving them all. 


‘This bloody-minded approach extends 
equally to living or sentient hazards, 
such as predatory aliens or hostile 
empires, Included in this category аге 
also many advanced and militarised 
civilisations, with what would 
to be entirely legitimate claims to 
the resources the Cthonians covet 

Many Guild surveyors think nothing 

of assessing assets such as plasma 
storage plants, promethium stockpiles, 
void-going ore barges and even fully 
functional industrial infrastructure 

as simply desirable concentrations of 
harvestable resources. They are viewed 
no differently than veins of precious ore 
locked away within a rock face, waiting 
to be claimed. In such cases, trade is 
often attempted as a first recourse, for 
war is wasteful, If such measures fail, 
then violent acquisition is viewed by 

the Cthonian Guilds asthe next logical 
step. As the Kin Truth has it, ‘Luck has 
Need keeps. Toil earns’ In short, they 
who want something the most, and fight 
the hardest for it, deserve to possess it. If 
that is the Kin, then what they claim by 
conquest is theirs by right. 


Not all miners join a Cthonian Guild, 
There are hundreds of unaffiliated 
asteroid mines and void-harvesting rigs 
scattered across League space. However, 
a substantial majority of Kin miners do 
choose to acquire Guild accreditation, 
for firmly pragmatic reasons. Most 
Cthonian Guilds are rich and prestigious 
‘enough to operate their own fleets of 
ruggedly fortified void ships, which 

give them an edge amidst the fierce 
‘competition for the richest claims. 

Most are also willing to supplement the 
‘equipping and surgical augmentation 

of their members, investing in their 
future successes. 


Most Kin who join the Cthonians are 
already adapted for hardiness. They 
possess cloneskeins that imbue them 
with hyper-dense bone structures, 
extreme tolerance to harmful radiation, 
the ability to perceive esoteric energy 
spectra, vacuum-hardened organs 

and circulatory systems, and so on. 
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Added to this, they willingly submit 
to repeated surgical procedures that 
augment them with reinforced skull 
plates, advantageous bionics, artificial 
organs and other mechanical adaptations 
to help them endure the most extreme 
environments. There is a culture of 
cheerful rivalry amongst Cthonians 
regarding how heavily adapted and 
scarred they are, both for and because 

of their labours. The hardiest amongst 
them are nicknamed luggers = quite 
literally those who can carry the 

most, both in terms of literal and 
metaphorical burdens. 


With typical understatement, the Leagues. 
of Votann refer to most resource: 
harvesting operations as mining. It is 
а humble word for such an incredible 
range of technologically breathtaking 
operations, undertaken at a colossal 
scale. Global magna-extraction and. 
tectonic delving topple mountain 
ranges and shatter worlds as the Kin 
free the resources they want from the 
surrounding extraneous planetary 
structures, Stars grow dim under the 
attentions of Cthonian stellar syphons. 
Phenomena that Humanity view with 
superstitious terror are torn apart and 
processed by the Kin through methods 
such as atom-delving and trans- 
etheric resubstantiation. 


Nor do the Cthonians shy away from 
mining operations in active war zones, 
Indeed, itis not uncommon for such. 
conflicts to have been triggered by the 
Cthonian Guilds’ acquisitive efforts. Their 
ships are capable of deploying temporaty 
defensive structures - from atmosphere 
engines dropped from gunships to field- 
dome generators and heavily armoured 
harvester plants = that the Kin soldicry 
use to defend their ongoing extraction 
processes. The Cthonians themselves 

will gladly fight alongside the Hearthkyn 
and Hernkyn also, as sappers, combat 
engineers, indomitable linebreakers 

or extreme-environment infantry. 
‘Cthonian Beserks, in particular, relish 

the opportunity to turn their concussion 
таш and heavy plasma axes against 
their foes, smashing, bludgeoning 

and blasting as they compete to prove 
themselves the toughest Juger 
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THE KINHOST 


itary forces of a Kindred are known collectively as 


Kinhost. Comprising the 


massed soldiery, 


its Einhyr elites, the artillery and war engines of the Forge, along with auxiliaries from groups such as the Hernkyn and 


Cthonians, the Kinhost is а potent fore 
A Kinbost is usually built around a solid 
core of what the Kin call ‘soldiers ofthe 
line: The most prevalent of these are 

the Hearthkyn - stoic and dependable 
bands of soldiers who form the main 
Battle line in combat, Hearthkyn are 
technically citizen soldiers, in that many 
‘of them have side trades and interests they 
focus on during peacetime, However 
members of the Kinhost, they are trained 
as frequently and rigorously as the elite 
warriors of many other races. As Kin do. 
not engage in anything unless they are 
willing to do it to the best of their abilities, 
all of this training and dedication sess the 
Hearthkyn boast excellent discipline and 
prodigious martial skill. Indeed, a trainee 
‘warrior may not join a band of Hearthkyn. 
until they are able to pass a rigorous 
series of tests to prove their endurance, 
marksmanship, aggression, tactical 
acumen and courage 


"Those Kin who aspire to become 
Hearthkyn - or indeed other 
designations of soldiers ofthe line 
typically boast cloneskeins well suited to 
their ambition. They may be especially 
resilient, swift of thought and action, 
able to rapidly heal physical injuries 
see in low light conditions, and so 
оп, As with the Cthonian Guilds, the 
Kinhost also invests in augmenting 
its personnel - many Hearthkyn 
benefit from augmetic organs or limbs, 
cerebral communication chips, ocular 
eting implants and various othe 
useful additions. Each Kindreds Forge 
prioritises arming and equipping their 
Kinhostsoldiery above all but the most 
essential duties of Hold maintenance and | 
Void ship construction. The Hearthkyn 
are no exception to this, and thus go to 
battle clad in hardened void armour, 
Wielding an array of potent weaponry 
from Autoch-pattern bolters and ion 
blastersto HY Las auto rifles 


No soldier of the line is considered 


Expendable, despite being their races 


deed. 
rank and fle. Rather, every Kin warrior 
seen as a valuable combat asset 
to mention family members and scions 
ofthe Ancestors. Field medics are 
common amongst their ranks. These Kin 
are provided with exhaustive training 

in first aid under fire, as well as limited 
engineering tuition that enables them 

to provide the required level of care to 
damaged Ironkin soldiers. 


Kinhost military doctrine emphasises 
the intelligent use of lives and materiel 
by Hearthkyn and their comrades, 
wasting either in the name of anger or 
vainglory. Strong bonds of loyalty bind 
the individuals of cach Hearthkyn squad 
together and ensure the comradeship of 
one squad to the next, meshing Kinhost 
formations beneath the trusted leadership 
of their heroic leaders 


Those soldiers of the line who show 
sufficient aptitude are given additional 
training in order to wield specialist 
weaponry - such as L7 missile launchers 
or EtaCarn plasma beamers 

their comrades as scanner operators and 
communications officers. If a Kin shows 
particular drive and aptitude toward 
leadership, they will be nominated 

by their superiors or comrades to be 
promoted to the rank of Theyn - which 
roughly translates to squad leader, This 
isa great honour and responsibility 
both, which most Theyns strive to live 
up to. 


or to serve 


Kin who truly excel may be selected to 
become members of the Einhyr, or else 
to ascend to the rank of Kahl. Treading 
‘one of these paths does not preclude 
following the other at a later date, 
some Kin have even belonged to both 
elite circles at once. Most commonly, 
however, the Kahle stand apart as war 
leaders and generals, while the warriors. 
of the Einhyr fulfil roles such as elite 
strike troops, bodyguards, boarding 
parties and the like. 


The trademark of the Einhyr is their 
ex0-armour - massive servo-assisted 
suits of powered battle plate, Exo-armour 
is capable of shrugging off anti-tank fire 
while hugely enhancing its wearers might 
in battle, It can also mount an impressive 
array of weapon systems, including 
EtaCarn plasma brands, volkanite 
destructors, concussion weapons, plasma 
blades, and even the potent mass 
accelerators that transform the Einhyr 
Champions info living battering rams 


ORGANISATION AND COMMAND 


When the Kinhost mobilises for war, it is commanded 
by its Kindred's Votannic Council. This body consists of 
the most senior and respected heroes of the Kindred. It 
often includes the High Kahl, the Brokhyr Forge-master, 
the Kindred's Lord Grimnyr and other senior figures 

of authority and power, as well as assembled advisors. 
The Votannic Council is normally gathered only for the 
grandes: conflicts, however — usually when the entire 
Kindred or their Hold face direct peril. At other times, 
Portions of the Kinhosts forces may be led to war by 
smaller gatherings of heroes such as Káhls, Brókhyr Iron- 
mastersor Living Ancestors, or even by just a single опе 
of these brave commanders, 


However large the mobilisation of forces that occurs, 
the available Kin soldiers, combat vehicles, voidcraft 
and any attached Hernkyn, Cthonians and the like 


are organised into one or more Oathbands. The size. 
and composition of an Oathband is almost endlessly 
flexible, from a handful of warriors under a single leader, 
to an army of millions supported by all the machinery 
of interplanetary warfare. Often, in the face of dire 
need, an Oathband will simply be drawn together 

from whatever Kin forces are available at the time. The 
one constant of an Oathband is that it has an ultimate 
commander - most often, but not always, a Kahl — to 
whom all its warriors swear an oath of service until such 
time as the Oathband's goals are met, or their leader 
releases them to fight elsewhere. So variable and 
seemingly ad hoc an organisational structure would be 
unimaginable for most of the galaxy's races. Thanks to 
their close subconscious bonds and sense of shared 
purpose, however, the Kin are able to operate in this 
fashion with little if any confusion or difficulty 
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THE GALACTIC CORE 


"The galactic core is an immense region, and onc of the most turbulent in all the 
known galaxy. It is also, to those who dwell outside its bounds, known for being one 
of the most mysterious and perilous stretches of space imaginable. Most void-faring 
races have at least one cautionary tale of foolish explorers vanishing amidst its 
blazing stellar nurseries and strange anomalies. Yet for the Leagues of Votann, the 


galactic core has been home now for millenni: 


The galactic core is a truly vast 
region of space, one within which 

all of the fundamental forces of 

the universe seem heightened 

and intensified to sometimes 
bewildering degrees, The sheer 
density of stars alone is disorienting 
and extremely hazardous to those 
unused to it. Many worlds within 

the core never experience the true 
darkness of night, or are perpetually 
bombarded by a wide spectra 

of exotic and often extremely 
dangerous = radiation. Due to strange 
interactions between stellar bodies, 
dense particulate belts and titanic 
electromagnetic anomalies, there 
are regions in which the gravitic pull 
of comparatively small moons and 
planetoids is immensely magnified. 
Dense asteroid belts thousands of 
miles across; ravenous black holes; 
polarised, vitrified and even sentient 
nebulae; enigmatic and terrifying 
greystars: these and countless other 
phenomena endanger any daring 
the core. Yet for all their perils, many 
alien races successfully inhabit this 
vast region, even prosper amidst. 

its opportunities and riches. The 

Kin are foremost amongst these — 
inarguably so, for the territories of 
their Leagues of Votann occupy much 
of the core when taken as a whole. 
However, both within their borders 
and beyond, countless dangers still 
lurk, and strange beings ply the 
stars in search of plunder, trade and 
conquest, or in the hopes of sating 
other, stranger desires, 


‘The Greater Thurian 

League control опе of 

the largest swathes of 

territory of any of the 

Leagues of Votann. 
THU They benefit from many 

“= sources of raw materials 

and - after millennia of constant toil 
and bloodshed — have eliminated 
most of the more prominent alien 
threats within their borders. Their 
trade routes are widespread, even 
striking out into Far-space. 


^ 
ye 


Few of the Leagues of 
Votann possess territories 
as rich in raw materials 

as those of the Ymyr 
Conglomerate. Of course, 
such wealth comes at a 
price; many are the minor 
alien empires and invading raiders 
who have come seeking the bounty 
claimed by the Kin, and much blood 
has been spilled in the neverending 
warto drive them away. 


The Ghulo Industrial 

СИШ 2:525 

== а broad belt of 
territories that curls counter-spinward 
towards the southern heartlands 
of the galactic core. This League 
of Votann are forever seeking to 
add new systems and planets to 
their impressive holdings, and are 
skilled in transforming even the most. 
barren worlds into productive and 
valuable assets. 


CIRCUMNUCLEAR DISK 
This strange Liminal zone 
fringes the galactic core. 
It appears from afar Like 
a shifting mosaic of many- 
hued particulate nebulae 
that fall eternally inward 
toward the core. Close 
up, its true perilous 
mature ie revealed - the 
disc is wrenched at by 
unstable empyric currents 
just beneath the skin of 
reality, and bedevilled 
by strange radiation 
spectra, errant gravitic 
anomalies, dense asteroid 
fields and tumbling rogue 
stars in realspace. It is 
а truly perilous region to 
cross, even for the most 
skilled helnsnen. 
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he Leagues lay cla 
Leagues ident-beacons teem 
overcome or exploi 


th strange 


Even the smallest Kindreds typic 
command either a Hold world, 
йога flotilla or void station that 
they call home. The largest and mc 
prosperous amongst them, meanwhile 
ruile over multiple star systems, 
possessing population centres, resource 
harvesting faciliti 

comparative to many minor alien 
Empires. Considering that a typical 
League of Votann consists of between a 
half-dozen to a score of Kindreds, itis 
casy to see how even a single League can 
hold sway over a considerable region 
of space. Though there have been dark 
times when civil war ra 

Kindreds or Leagu 
are rare, for they are viewed with 
distaste by the Kin as dishonourable and 


ind military power 


star-spanning territories both within the galactic core and beyond. The systems demar 


сез, stellar phenomena, wilderne: 


das the Leagues Kindreds see fit. 


wasteful. More usually, once a L 
has laid claim to a region, that claim 
honoured by all other Kin. Established 
boundaries shift rarely, for they soon 
become tradition to the Kin, Usually 
when such a change of ownership 
does occur, itis due to revised trade 
agreements, the changing allegiance of a 
Kindred taking their so 
with them, or else the hostile on: 


eign territory 
aught 


of alien fore 


The conquest of new regions not held 
by the Leagues of Votann is an entirely 
different matter. Ihe Kin consider am 
region of space not actively claimed by 
their people to be open for conquest. 

That other races might already dwell 
there is seen as either opportunity 


ted by 


ions ard perilous environments to be 


or obstacle. Should the inhabitants 

ofa system be amenable to mutually 

beneficial trade or peaceful cohabitation 
he Kin can conti 


then — so lon 


with their desired acquisition: 
uninterrupted 
taken, Some Kindreds have managed to 
exist in peaceful alliance with 

at a time, forming 


these optionsare often 


species for centurie 
with thei inst 
f invad. 


compact 
the hostile attention 
pirates If, on the other ha 
conquest is the only viable strategy 
y which a region can be added to a 
League’ territories, and if th 
fight can be justified, then the Kin will 
not hesitate to go on the offensive, In. 

many ways, such impersonal invasions 
as horrifying to the defenders as 


sand 
|, military 


ost of the 


апу hate-fuelled crusade of slaughter 
being mercilessly eliminated by foes who 
view you as по more than an obstacle io 
be removed isa deeply unsettling and 
belittling experience, 


INCREDIBLE VISTAS 

So hardy and technologically advanced 
are the Kin, that they have claimed many 
regions of space viewed by other species 
as inimical, Nothka’s Kindred of the 
Trans-Hyperian Alliance, for example, 
maintain a Hold amidst the calamitous 
ruin-belt of the Broken Triplets. This 
trio of worlds were smashed together 


during some ancient catastrophe, and 
the colossal quantities of debris from 
their demise still whirls and ricochets in 
a vast cloud to this day, trapped by the 
gravitic anomaly that caused the disaster 
Few other people could consider such a 
devastating region home, yet the Hold 
of Nóthkas Kindred - Sunder Stair - sits 
at the heart of the anomaly behind a 
breathtaking bulwark of i 
fields. These both shelter the 
void station and also maintain clear 
space lanes for its void craft to take in 
and out ofthe system, Not only do the 
Kin enjoy the natural defence of the 


woven force 


ruin-belt - which would swiftly cripple 
invading craft - but they have also spent 
mining the exposed innards of 
the Broken Triplets. 


The Orksbane Kindred of the Ymyr 
Conglomerate, meanwhile, built their 

hold upon the irradiated world of 

Tamakh. Known as Brokhfyte, the Hold 

is dug deep into Tamákhis mantle - 
insulated against the exotic and deadly 
‘energy spectra that pour from the world’s 
nearby star, What violent apotheosis the 
tortured star is undergoing, none can say, 
but for three millennia now the Orksbane 
Kindred have captured the energies of 

its raging solar flares using miles-high 
stellar vanes, ‘These energies power their 
Forge, which is amongst the greatest inall | 
the Leagues of Votann, renowned for the 
amazing weapons of war it can produce 


There are as many examples of the 
Kiris extremophile 

there are blazing stars filling the 

of the galactic core. The Greater 
“Thurian League's holdings through the 
Shrieking Nebula; the darkstar mines 


abilities as 


clinging to the fringes of the Dead Zones 
the Holds of the Kûrkyr Stellar Nursery 
the Balewind harvester stations of Yenna’s 
Kindred and the Kindred of Aárnok; the. 
icelocked Holds of the Stygis Lagoon on 
the border of the Ork empire of Morzag: 
these and countless other holdi 
renowned throughout the Leag 


sources of pride, and examples of how the 
Kin can conquer any region of space ~ по 


matter how perilous, 


BROKEN STORMS 
space came with the emergence of the 


warp storms across the galactic core 
Orgvayr, Toroll, Óggh, Cyklóp and 
roms swallowed 


other distorted m 
systems, consumed Kindreds, sundered 
age-old trade routes and stable warp 
currents, and left many Leagues either 
suddenly embattled or broken into warp- 
riven fragments, 


As the shock waves of the warp storms 
as to follow. 


rolled outward, worse 


Long-stable celestial рі 
convulsed and mutated, with pulsars 
becoming betentacled predatory horrors, 
and black holes 
s they 


grav-reefs invertin 
sprouting dark matter fa 
expanded ravenously. Hostile races 

such as the insidious Septeryx, the 
Chrobdyr Ferrophagites and the ominous 
Cult of Ohn 


were driven onto the 


path as their own home systems were 
gvayr and 


consumed, Some storms - Оп 
Gëirokh worst amongst them — vomited 
hordes of Chaos-worshipping invaders 
aemonic horrors, and one Ork 


after another erupted from the 


and 
Waaagh 


fringes of the storms. 


It was in the face of such threats that 
many of the Leagues of Votann chose to 
seek new territory beyond the bounds of 
the core for the first time in millenni 

At the same time, the universal upheaval 
catapulted Human, Aeldari and Taw 
interlopers into 

dislocated through space and time by 
the energies of the warp and spat out 

in territory claimed by the Leagues. 
Anarchic conflicts erupted as interlopers 
sought to either fight their way out or 
claim territories for themselves, and the 
Kin fought back with equal vigour. 


galactic core, 
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FAR-SPACE 
The Leagues have never 

'stricted themselves solely 
to the galactic core. Hernkyn, 
Cthonians and accompanying 
ldiery form militarised 


expeditions — known as Prospects 


= to seek out far-flung resources 
galaxy-wide. Entire Oathbands of 
Kin depart from their Kindreds 
to serve as mercenaries, often 
fighting alongside Humanity 

and - at times — even settling оп 
worlds within Imperial space, or 
integrating for a time into Human 
society. Meanwhile, planets such 


as Necromunda and Vordine have 


boasted populations of so-called 
‘Squats’ for as long as Imperial 
records tell. On occasion, one 
Kindred or another has relocated. 
itself wholesale out of the core, 
sometimes travelling to the 
furthest reaches of the known 
galaxy on one quest or another 
Most often, such undertakings 
are the result of insight offered 
by the Votann, and have ended 
either in incredible discoveries 
and deeds of heroism, or else 
the disappearance of Kindreds 
into the darkness between the 
stars. Whatever the nature of 
these departures or colonisation 
efforts outside of the core, all 
id by the Kin to occur in 
Farspace = that being any region 
beyond the circumnuclean disc 
the outer borders 
nal territories. 
Some amongst the Kin believe 
thata venture into Far-space is 
a fool's errand, and indeed the 
expression 'Sailed to Farspace’ 
is used throughout many Holds 
to mean that a Kin has embarked 
upon a dangerous course of 
action they will likely regret. 
‘There are others amongst the 
Hearthspakes, however, who 
believe that, just as the Ki 
hailed from the depths of Far 


space so many millennia before, 
зо their ancestral roots and 
their future lie out there in the 
greater dark 
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‘ht Ghûnnar sat in the troop 

compartment of a Hekaton 

Land Fortress as it roared into 

battle. The Theyn's band of 
Hearthkyn were packed in around 
him, locked into safety harnesses 
that helped them ride out each 
jolt as the Land Fortress slammed 
through ruins and shrugged olf 
incoming fire. The bay's mauve 
combat lighting tinted the heraldic 
colours of the Greater Thurian 
League that adorned each Kir's void 
armour, Their League panoply was 
displayed in the traditional pattern 
as worn by Annukh’s Kindred for 
thousands of years, and it always 
stirred Yóht's heart to see his 
warriors adorned that way. 


"The Ancestors are watching, he 
growled, his tone conveying his 
prideat the idea. The Ancestors 
would find much to please them 
with this rugged band, They were, 
in his opinion, the finest fighters in 
Tórghis Oathband. 


"That they are, Theyn, replied 
Kámma Thüryk without looking up. 
She remained focused on the L7 
missile launcher braced on her lap. 
as she ran last checks on its systems. 


‘We'll earn their regard,’ added 
отук the Lucky, slotting a magazine 
into his Autoch-pattern bolter with a 
decisive clack. 


‘Especially if you can keep from 
falling into sinkmud while we're 
under fire this time, Lucky,” put in 
Kámma Téry, the Ironkin modulating 
his vcice to be heard over the bass 
rumble of a nearby explosion. The. 
Hearthkyn chuckled, Vótyk as much 
as any of them. 


‘No mistakes,’ said Yóht, the steel 
їп his voice letting them know 
the time for jokes was over. 'Get 


helms locked and visors down. 
Check your seals and make sure 
your guns are true as wrought. It's 
Orks we're fighting. We don't give. 
them openings. 


Several moments of industrious 
bustle followed as his warriors did 
as ordered. Armour seals whined as 
they locked. Autoloaders chattered 
and las-cells thrummed as weapons 
жеге primed. One after another 
the warriors of his squad reported 
combat readiness, each voice 

now preceded by a hard click and 
underlaid by soft static as they 
spoke over their comm channel. 


Deployment imminent,’ came the 
drivers voice from an emitter grille 
in the ceiling. Yóht heard the pitch 
of the vehicle's power plant change, 
and caught the muffled scream of 
the Hekaton’s heavy conversion 
beamer letting fly. 


"We came here to treat with Humans, 
strike a deal for settling rights,’ Yóht 
reminded his Herthkyn. ‘Should 
have been peaceful. Orks got here 
first and killed them all. So no deals, 
just death for the green vermin and 
а new system for Annukh’s Kindre 


As one, his squad thumped 
armoured gauntlets against their 
chests, the old voidfarer's sign in 
the affirmative. 


"Kóvymm's Oathband are going to 
make a combat drop against the 
Orks who've taken over the old 
Human industrial belt, to stop the 
aliens churning out their garbage 
battle tanks. But first we need to 
knock out the Ork flak guns on this 
ridge, or her landers will be sailing 
to Far-space. 


Another resounding slam of 
armoured fists against chests. They 


knew the stakes, knew what the 
Ancestors expected of them. More 
words would be a waste. Instead, 
Yóht activated his armours field 
crest, flexed his concussion gauntlet, 
and waited for the combat lighting 
to change. 


‘The Hekaton decelerated hard. The 
bay's lighting snapped from mauve 
to electric blue, Moving as one, the 
Hearthkyn hit the release levers on 
their harnesses and piled out as the 
Hekaton’s hatches burst open. The 
din of battle engulfed Yóht at once. 
Even as his armoured boots hit dirt, 
the Theyn heard the crude clatter 
of Ork guns, the greenskins’ bestial 
battle cries and the snarling engines 
of their ramshackle speedsters. 


Yóht took in the scene quickly. The 
infantry of Kóhm's Oathband were 
disembarking from their Hekatons 
as the massive vehicles poured fire 
into the scrap metal fortifications 
atop the ridge. Brókhyr Thunderkyn. 
stomped from the transports’ rear 
hatches, exo-frames whining and 
thumping with each step. Some 
distance to Yóht's right, Kahl 

Tórgh disembarked in the midst 

of his hulking Einhyr bodyguards, 
Herthkyn used their heavily-built 
transports for cover as they drew up 
their firing lines, then advanced out. 
into battle with their guns blazing 
A few hundred yards upslope, 

Yóht could see the Ork flak guns 
with muzzles aimed menacingly 
skyward, partly screened by scrap 
iron barricades. Between the Kin 
and their targets was an onrushing 
mass of Orks — foot-sloggers 
pounding along in a wild charge. 

as crude vehicles wove between 
them. Many of the greenskins hung 
on to precarious fighting platforms 
or leaned from windows as they 
sprayed shots in the general. 
direction of the Kin. 
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‘Firing line, break their charge,’ 
came Kahl Torgh’s voice through the 
‘comms. ‘Steady advance. Ancestors 
guide your aim.” This last was both 
a blessing of fortune and accuracy, 
but also a command. The Kahl had 
cast the Eye of the Ancestors over 
the enemy lines, and now the read- 
out of Yóht's visor lit with glowing 
designator glyphs that picked out 
priority targets. 


He didn't need to order his warriors 
to act. They were Kin. They knew 
one anothers’ minds. Moving with 
confident surety, Yóht's Hearthkyn 
jogged out in front of their 
Hekaton, maintaining a firing line. 
Void-armoured shoulders jostled 
together as the Kin bunched up, 
making an armoured bulwark with 
their bodies and levelling their 


guns. Yóht knew his place in the 
line as well as he knew his own 
name. The presence of his family 


about him bolstered his already 
formidable nerve, as did the sight 
of the Oathband's warriors locking 
together in a bristling battle line to 
er flank. 


"The Ancestors are watching!” 


This time, Yoht bellowed it as a 
battle cry. His squad echoed him as 
they let fly, their shots joining the 
devastating firestorm erupting from 
the Kin battle line. Bolt shells blew 
bloody craters in green flesh. Hails 
of HYLas fire stitched glowing rents 
into the charging Orks, punching 
one savage alien after another off 
their feet. The Hekatons kept up 
their ruthless barrage of covering 
fire; energy beams and storms of 
missiles blasted Ork vehicles into 
expanding clouds of shrapnel, and 
graviton blasts from the Brokhyr 
Thunderkyn mashed charging beasts 
into unrecognisable ruins of pulped 
flesh and metal. 


Somewhere along the line, a 

Kin raised her voice in a comm- 
amplified war song. More voices 
joined hers as the advance began ~ 
a steady stride uphill into the teeth 
of the Ork onslaught. Explosive 
projectiles fell amongst the Kin, 
tearing through void armour and 
throwing warriors to the ground. 
Medics ducked back, using their 
armoured bodies to shield Kin 
felled by hails of crude bullets 

or pierced by the shrapnel of 
greenskin bomb launchers. The 
Orks surged closer, those behind 
trampling their own wounded in 
their eagerness to join the fight. 
Yoht gritted his teeth and kept firing 
as the barbaric aliens bore down 
upon them. 


"Ready close quarters! Yoht 
barked, clenching his concussion 
gauntlet tightly and bracing for the 
evitable impact. 


The Ork charge hit hone like 
an avalanche, The Kin braced, 
bellowed their war cries, and held. 
Huge Ork axes crunched through 
armour and gun butts slammed up 
into greenskins' chests and jaws. 
Point-blank shots blew combatants 
from both sides off their feet. Yôht 
dropped his shoulder and let his 
first assailant's impetus do the work. 
The Ork doubled overas though it 
had run into a boulder, and a round 
from Катта Térv's Autoch-pattern 
bolter took the brute's head off 
before it could straighten up. 


A punishing uppercut dealt with a 
сопа Ork, the concussion gauntlet 
increasing the mass of the Theyn's 
blow so that his opponent was flung 
skyward, as if it had stamped оп 

a landmine. Yóht grimaced as һе 
saw Vótyk the Lucky fall, an Ork 
hatchet buried in his visor. A blast 
from Yêht's EtaCarn plasma pistol 
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ensured the hatchet's wielder would 
slay no more of his Kin. 


The battle line flexed, and suddenly 
the last of the Orks were dashing 
back up the hill, leaving their dead 
heaped in their wake. 


"Cowards, spat Yoht. 


"Resume advance,’ came Kahl 
Tórgh's command through 

the comms. The surviving Kin 
pushed forward, their firing lines 
now dispersing into individual 
skirmish groups as the advance 
gathered pace. 


Ahead, Yoht could see a second line. 
of greenskins forming and the rout 
reversing as more, heavily armoured 
Orks lumbered into the fight. The 
Kin hammered their advancing 
‘enemies with gunfire, and took fire 
in retum. The Theyn frowned as he 
realised Arkvehr and his Pioneers 
were overdue. As though conjured 
by the Theyn's thought, a rising bass 
hum cut through the din of battle. 
Yóht allowed himself satisfied 

grin as the Orks on the. 
turned, puzzlement tu 
of shock. The magna-c 
Arkvehrs Pioneers swept up from 
the cover of the boulder-fields 
to slice into the greenskin lines. 
Hernkyn guided their skimming 
bikes with cool determination, 
weaving through the Orks' panic 
shots while their gunners mowed 
down the aliens with bursts of 
focused fire. 


The war-song redoubled as 
the Kin pressed uphill into the 
disordered rabble. 


"This is for the Lucky,’ growled Yoht, 
as he and his Hearthkyn stormed 
forward with guns blazing in 
vengeful fury. 


усь 


LEAGUES 


THE GREATER THURIAN LEAGUE 


Not only is the Greater Thurian League one of the 
and attracting more to its ranks with every passing decade, the Greater Thu 


scores of Kindreds in it 


nal founding L 


military, mercantile and industrial powerhouse with few equals. 


prosperity. Greater Thurian Holds, such 
as Crimson Gulf and Ürvymnis Bulwark, 
are famed throughout the 

for their sheer size and impenetrable 
defences. Meanwhile, some of the most 
storied heroes ofthe Kin lead the Greater 
Thurian League Oathbands to war 

Kahl Kóvymm Rhéyd, heroine of the 
Blackharrow Expedition; Grimnyr Vêk, 
known as the Fire of the Votann; Othar 
the Destined, wielder of the Blade of the 


Ancestors, These, and many other names 
besides, have found fame throughout Kin 
society for their exploits, and the ways 


in which they embody their races core 


values of pragmatism, survivalism and 
mercenary conques: | 


of Votann, it is also one of the largest. 


| orthe 


Leagu 


Even as bristling Kin m 
ferry Kinhosts east to bolster the rapidly 


solidifying Stormward Front, the Greater 
Thurian League are also dispatching 
numerous Prospects west beyond the 
circumnuclear disc. They have deployed 
forces into the neighbouring Marsalis 
and Sepulchor Sectors in numbers not 
seen outside the galactic core since the 
Kin first settled there, The remit of these 
forces isto claim new worlds for those 
Kindreds dispossessed by the Chaos 
invaders pouring elstrom, 
and identify safe systems for the League 
to fall back to should its defences fail 


rom the ma 


ht become too costly. Imperial 
governors throughout both sectors have 


At the most recent count, the Greater 
Thurian League contained over two 
hundred allied Kindreds. Between 
them, they boast vast flotillas of void 
ships and near-endless ranks of Kinhost 
and wealthy Guilds ~ m 


warriors. Hug 
such as Ygváry Combined Logistics, 

the Starstcider Mercantile Confederation 
and the Cthonian Guild of Kadokh -see | north. 
to the Leagues continued and immense | L 


ÜTHAR THE DESTINED 

Üthar the Destined is amongst the mightiest Kahls 

of the Greater Thurian League. He is the victor of the 

Deadstar Campaign and the slayer of Gorbrak the Iron 
said his greatest deeds still lie ahead 

of him. Othar was born to the Kindred of Vértun in the 

Hold of Obsyd Gate, on a day of strange omens. In the 

Fane, the Grimnyr watched with wonder as the Votan 

put forth a spontaneous screed of prophecy. The 

mation was muddled, printed in ancient datascripts 

few Kin now comprehend, Argument raged about its 

true meaning, but it seemed to imply that one amongst 

the day's newly cloned was meant for some great task 


Meanwhile, the mechanisms of the Hold's Forge 


‘swung into motion without any Brókhyr's command 


and produced a magnificent energy blade. At the 
some time, clues in the Votannic prophecy led the 
Grimnyr to Üthars crucible. Thus, by the end of his first 
bewildering day of life, Üthar had been proclaimed 

as the Destined, and the miraculous Blade of the 
Ancestors was bestowed upon him. He has striven to 
ive up to the expectations of the Ancestors ever since. 


trade with other species, to explore 

and exploit new regions or to fight as 

enaries alongside the Imperium of 

Man. However, the recent manifestation 

of warp storm Orgvayr upon their 
astern border has forced the 

gue into a more aggressive stance. 


responded to this apparent invasion with 


The Greater Thurian League have long | a predictable mix of panic and zealotry 
ventured into Far-space, whether to 


hurling armies at the encroaching Kin 
even as their Astropaths fragmentary 
distress calls wing their way out to the 
wider Imperium. The Greater Thurian 
League thus finds itself embattled now 
upon two fronts, yet their Kindreds 
remain as determined as ever to survive 
and to prosper. 


Driven to prepare himself for his enigmatic duty, he has 
explored, soldiered, and endured hardships to make 
even a Cthonian Beserk wince. Through it all, Othar 
has displayed uncanny good fortune that some have 
attributed to the aid of the Ancestors, and others to 
some obscure cloneskein. Whatever the truth, this has. 
certainly contributed to Üthar's longevity and his many 
victories, yet so have his hard-won veteran abilities. 


If Üthar's actions sometimes seem cruel, his comrades 
simply attribute this to the pressure of knowing 
that one day his great duty shall come upon him. 
Besides, Othar’s ready gallows humour and down-to- 
earth persona help to cover up his colder side. They 
also conceal the worm of doubt. This has gnawed at 
the Destined since his earliest days, forcing him to 
question if the prophecy was correctly understood 
and, if it was, whether he can ever be ready for such a 
task. Ultimately, Otharis Kin, 
and thus able to push his fears aside in favour of duty. 
He long ago swore to himself that he would make his 
Ancestors proud. 
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THE TRANS-HYPERIAN 


"The Trans-Hyperian Alliance are the furthest travelled of the Leagues. Many of the Prospects that penetrate deep into Î 
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space wear their distinctive orange void armour, and their Hernkyn are renowned for both their tenacity and frontiersman's 
drive to banish the darkness beyond the edges of maps, 


‘The Kindreds 
of the Trans- 
Hyperian Alliance 
are peopled with 
explorers and 
adventurers 
‘They seck out 
new warp routes, 
trade partners 
and mysteries. 
with an almost 
compulsive determination, and their 
Forges labour constantly to produce. 
swift and powerful spacecraft. While 
they control vast swathes of territory 
both within and outside of the galactic 
core, these holdings are far-flung and 
thinly spread. Many Trans-Hyperian 
Kindreds dwell in isolated pockets, or 
have their Holds aboard nomadic fleets 
that are ever on the move. The League 
remains well connected despite this, for 
lighter craft streak between the scattered 
Kindreds bearing news of discoveries 


THE KRONUS HEGEMONY 


It is said ofthe Kronus Hegemony that there is no problem they will not solve with an axe. Existing as a military superstate, 
their Kindreds muster some of the largest and most aggressive Kinhosts known amongst the Leagues of Votann. Nor are they 


and threats, Even the Leagues Votan 
= of which it boasts а remarkable three 
care ever-mobile, nestled deep within 
fortified void ships and accompanied 

by sizable fleets. Ancient technologies 
within their Fanes ensure that every 
"Irans-Hyperian Kindred stays updated 
with the coordinates oftheir Votan, 
the information displayed in a cleverly 
scrambled manner useless to even the 
most cunning enemy boarders, The Kin, 
after all, do not want any foe discovering 
the existence and location of the Votann 
by unfortunate chance. 


"The driving force behind the constant 
striving and seeking of the Trans- 
Hyperian Alliance is their dedication to 
the enrichment of the Votann. In this, 
they come as close as ary of their race 

to genuine religious fervour. A cult of 
Ancestor worship prevails throughout the 
Alliance, whose Fanes are always filled 
with small votive offerings to respected 


sparing in their armies’ use, for the Kronus Hegemony marches ever onward. 


‘The Kronus 
Hegemony is a 
relatively young 
League, founded less 
than a millennium. 
ago when the 

Fane of Korynnis 
Kindred achieved 
self-awareness, This 
newly ascended 
Votann exhibited 

an aggressive drive for knowledge and a 
demanding appetite for raw materials, the 
better for Kirynnis Kindred to enhance 
its physical shell and arm themselves 

in its defence. Prior to this, Korynnis 
Kindred had been a relatively minor 
member of the faltering Kapellan League. 
Blessed as they now were with their 

‘own Votann, they broke away to start 

the Kronus Hegemony and took several 
other former Kapellan Kindreds with 
them, More Kin were soon drawn to the 
straightforward aggression of the Kronus 
Hegemony, swelling their ranks further, 


‘That trademark aggression = which 
often veers into outright belligerence 

= has only become more pronounced 

as the centuries have passed and the 
Hegemony’s might has grown. A Kindred 
wishing to join the Hegemony must offer 
suitable tribute in order to earn its place, 
and its Kin must swear martial oaths of 
service and loyalty that are considered 
eternally binding. It is expected that their 
Hold and void-fleet will focus upon war, 
and that they will train and equip massive 
Kinhost forces. 


"Ihe expectation of tribute does not 
end with joining the Hegemony. Each 
Kindred must prove their commitment 
by conquering an allotted quota of 
enemy worlds in each year-cyele, sending 
portions of the spoils back to Kórynris 
indred for their Votannis defence. The 
Kindreds ofthe Kronus Hegemony have 
engaged in border skirmishes and stand- 
offs with other Leagues, and they have a 
reputation = not least thanks to needing 


‘Ancestors, Other Kin find this practise 
strange and wasteful, but the folk of 
the Trans-Hyperian Alliance say that 
doing honour to their Ancestors is à 
transaction only of value, never of cost. 
‘They view exploration, adventure and 
battle that way also, driven ever to scatter 
across the stars and seek out the greatest 
‘enrichment = and material riches - in 
their Ancestors’ names. Hernkyn are held 
in especially high esteem in the Trans- 
Hyperian Alliance, and a great number of | 0. 
their populace spend at least sometime — 
amongst these wandering ranger bands, 

Only rarely does the entire League rally 
as a coherent force, and that is usually — 
when one of their wandering Votana 
comes under direct threat. At such times, 
the Trans-Hyperian Kindreds cast aside 
all other considerations, retreating from 
hard-fought campaigns, breaking oaths 
‘with allied powers, and even setting aside 
 Grudges as they race to the aid of the 
Ancestors they venerate so greatly. 


ee 


to hit their conquest quotas = for find 
any excuse to escalate into full: Sowa ea 
against alien races, It has been suggested 
that the many Grudges declared by the 
Kronus Hegemony Kindreds owe as 

to a need to justify costly conflicts as they © — 
do to a genuine desire for vengeance. That 
said, the Ki of the Kronus Hegemony 

are notoriously sif necked and quick 

to anger. It takes little offence to see 

their swarms of gunships and armoured 
transports go thundering into battle 

For all this, many Kin have had cause to 

be glad of the Kronus Hegemon 

when beset by xenos invaders. 

Ork Wiaaghts and acquisitive Imperial 
crusades have been shattered by their 
massed Kinhosts. Moreover, since the — 
manifestation of the recent warp storn 

the Kranus Hegemony have 

time inannexing territories belon 

to various alien races. They cite 

‘simple belief that the Kin require the 
survive, and are therefore entitled tg 

them - preferably by force. 


d 


THE YMYR CONGLOMERATE 


~All Kin value good craftsmanship, but none more so than those of the Ymyr Conglomerate. Experts in every form of 
‘manufacturing, their Brókhyr sce to it that the Conglomerate’ Holds and fleets are replete with marvels of technology, and 
_ that their weapons of war are second to none. 


A Kindreds entry 
into the elite Ymyr 
Conglomerate is 
dependent upon 
fulfilling one of 
Kindreds are 
permitted to join 
after proving the 
exceptional skill 

* oftheir Brokhyr 

їп fashioning battle gear, void ships, 

field technologies, or whatever other 

Systems their Forge specialises in. The 

more prolific and puissant the Kindred’s 

Brokhyrs, the higher status they win for 

their Kindred within the Conglomerate. 

‘The other possible criterion for entry is 

ifa Kindreds territories yield a suitably 

sspeciacular bounty of raw materials 

for use in Ymyr Forges. There is no 

Stigma attached to a Kindred effectively 

‘buying its way in like this - the Kin are 

pragmatic enough to recognise that even 
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the most skilled Brókhyr can achieve 
little without fuel for their Forge and 
materials to work with. In exchange for 
sizable exports of raw materials, these 
resource-rich Kindreds are rewarded with 
‘weapons, wargear and vessels forged by 


their skilled allis. 


‘Though smaller than some of the Leagues 
of Votann, the Ymyr Conglomerate boasts 
the greatest concentration of superb 
technologies anywhere in the galactic 
core, Every one of their Kindreds benefits 
from remarkable force field generators to 
protect their void mining concerns and 
Holds, expertly crafted teleportation hubs 
that deliver their passengers safely to their 
destinations = almost without fail = and 
high-end scanning and communications 
suites. Their Holds contain civilian 
facilities that, by spartan Kin standards, 
border upon decadence, while their 
Oathbands and Prospects boast 
phenomenal military hardware of every 


sort, The Forges of famous Holds - such. 
as Vonyk’ Hall of Hammers, Cynder Span 
and the Ymus-Solaryn ~ produce singular 
mechanisms of sublime might. Moreover, 
the Ymyr are notorious for possessing 
enough advanced beam weaponry, suits 
of exo-armour and Colossus-class war 
engines to equip their armies at a level 
most Kindreds can only afford for their 
most elite warriors. 


Even before the coming of the Great 
ift, some Ymyr Kindreds were frequent 
Visitors to Far-space. They either traded 
‘with alien empires for materials not 
available in the galactic core, or else 

took by force those rich systems they 
considered theirs by merit of need. Recent 
developments have only seen them 
redouble these efforts, for some of their 
wealthiest Kindreds have been cut off by 
warp storms or invading aliens, and the 
rest of the League will not see their famed 
Forges grow cold for lack of fuel. 


THE URANI-SURTR REGULATES 


‘The Kin of the Urani-Surtr Regulates have a reputation for survival against the odds. Courage and hardiness are their 
watchwords and, while they might seem more dour than most of their race, there are none more dependable to have at one's 


backin the face of peril. 


Known throughout 
the Leagues of 
Votann as the 
URSR, this League 
and its Kindred 
have long held onto 
mm ethe of heavily 
contested and foe- 
haunted territori 
a in the southern 
reaches of the 
galactic core. On one border they face the 
awakened and warlike Necron Dynasty of 
Samnokh, whose single-minded phaeron 
appears intent upon claiming the Urani 
Surtr Hold worlds. From the Shattered 
Stars to their east come the raiding fleets 
of Bogg Da Freeboota King, an Ork 
privateer who commands a seemingly 
endless empire of ragtag greenskin 
pirates. Then there is the Gnawstar 
Cluster, lodged like а splinter amidst the 


URSRS northernmost Kindreds, These 
worlds are haunted by an infestation of 
_ Tysanidsthat exhibit strange, almost 


nesting behaviour patterns unusual for 
their species, and are ever-hungry to 
claim new worlds to infest. 


Other Kindreds might have given ground 
in the face of such relentless threats, 

but the URSR refuse to do so. Nor do 
they show any inclination to explain 
their apparent stubbornness to the 

other Leagues, beyond asserting that the 
Ancestors would abandon them forever 
if they gave up their Hold worlds, or 
allowed them to fall. Some among the 
Grimnyr believe that the Urani-Surtr 
guard some secre site of great import, 

or are privy to knowledge whose burden 
they shoulder alone. Others suspect they 
are bound by rash Grudgessworn by their. 
forebears against their encroaching foes, 
and that they must see these through to 
whatever bloody end. The most cynical 
claim that the Kindreds of the URSR are 
simply too stubborn to admit the poor а 
return they get for their hardships, and 
too proud to relinquish their lands. 
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The Kin of the URSR give no outward. 
sign that they care what the rest of 

their race thinks of them. They admit 
new Kindreds into their ranks only 
infrequently, and then only after rigorous. 
tests and secretive meetings - about 
which the new applicants are oath-sworn 
never to speak. No Kindred has ever let 
the URSR once admitted, though whether 
this is out of loyalty or for some other, 
more sinister reason, remains unknown. 


Itis expected of every URSR Kindred 
that they maintain as large a population 
as they can, accepting an ascetic lifestyle 
with the bare minimum of food, light, air 
and heat in exchange for keeping their 
fighting ranks replenished. This selfless 
commitment to their cause is writ large 
upon the battlefield when the Urani-Surtr 
march to war. Their Kin are ferociously 
Joyal to one another, and to their League, 
and they refuse to countenance defeat 

or despair while breath remains within 
their bodies, 


MYRIAD LEAGUES 


»ssess no centralised ad 


As the Kin p 


strative body, no one knows precisely how m; 
troubles the Kin not at all. For them, itis enough to know that they are many and strong, 


their differences = strives for the furtherance of their race, 


The traditions and customs of each 
League typically grow from those of 
its founding Kindred. They are also 
informed by the lore offered up by 

the Leagues Votann and - on rare 
occasions - by the unusual predilections 
or rudimentary personalities affected b 
these same Ancestor Cores. In typi 


Kin fashion, what begins asa ratified 
charter or unofficial verbal agreement 
between allies, soon solidifies into. 
traditions that all of a Leagues Kindreds 
are expected to uphold. 


While some of the Leagues of Votann 
might appear homogeneous to outside 
observers = barring only their heraldic 
colours and League insignia — in truth, 
most are quite diferent from one 
another. Many factors impact the nature 
of each League. Should its territories 
border an especially hazardous region 
rife with alien threats, that League 

is likely to adopt a more m 

outlook. A League whose Kindre 
renowned for their Cthonian Guilds or 
interstellar trade might possess a more 
cosmopolitan and exploratory culture. 
Conversely, the perils of Far-space may 
have rendered particular Kindreds 
cynical and insular. 


taris 


Some Leagues pride themselves 
particularly upon their voidfaring 
capabilities the forthcoming knowledge 
and comparative clarity of their Votan 

ог on their reputation as adventurers 


IRONKIN 


tellers of grand tales. Moreover, every 
Kindred within а League has its own 

way of keeping its customs, and may 
choose to focus on one particular aspect 
ofits overarching traditions. Amongst 
the Trans-Hyperian Alliance, for 
example, the Kindred of Liminus Crag 
are famed as shipwrights of the swiftest 
void craft and atmospheric gunships, 
while Ukilak’s Kindred choose instead 
to honour their League’ traditions by 
having every last one of their Kin serve 
atleast a decade as Hernkyn during 
their early years. By comparison, the 
brutally direct Kindred Six of the Kronus 
Hegemony pride themselves on their 
mastery of urban warfare, while their 
sometime rivals, Sylàklis Kindred, favour 
massed artillery and siege warfare. 


Some of the Leagues of Votann possess 
traditions that epitomise one aspect or 
another of their ra 
Typhon-Styx Protectorate, for instance, 
seek always to render themselves 
indomitable, so that they may be 
unassailable by enemies and invaders. 
Their Oathbands lean towards steady 
and re 


ntless strategies, advancing 


| from one defensible position to the 


next and allowing waves of enemy 
counter-attacks to smash themselves 
apart against swiftly-raised ramparts and 
tanks, dug in as temporary bunkers. The 
Holds of the Typhon-Styx are, without 
exception, massively fortified. They are 
forever being improved by the Leagues. 


Leagues of Votann there are, This 
ıd that every League по matter 


diligent Brókhyrs. The Ghulo Industrial 
Complex, by comparison, is a League 
whose Kindreds pour almost all of their 
time and energy into maintaining trade 
routes, and keeping their convoys of 
heavy haulers and escort ships moving, 
along them. This League contains 
several extremely large and powerfal 
Cihonian Guilds, whose influence in 
the Hearthspakes is such that they аге 
virtually the de facto rulers of the Ghulo. 
Industrial Complex asa whole. 


Other Leagues have more unusual 
characteristics, or are notable for their 
allies and connections, The League of the 
Tethys Expanse, for instance, is extremely. 
widespread. Its Kindreds maintain 
contact by means of a singularly potent 
interstellar communications network, 
whose proprietary technologies the 
will only lease to other Leagues fora 
substantial fee. The Sigma-Drakoni 
Unionis a martially inclined League 
that prizes honourable combat greatly 

Tts Kinhosts are held to a strict code of 
conduct at all times, and take an unusual 
degree of pride in their heraldry and 
decorative insignia, The Pan-Telluric 


| Commonwealth boasts an exceptionally 


‘egalitarian society, while the Jotun 
Erydani Combine have a strongly 

meritccratic and Brokhyr-centric one, 
Meanwhile, the Seran- Tok Mercantile 
League is primarily known for bein 
the League to have traded most heavily 


with the Тап Empire, 


The Ironkin were created by — and to this day are 
still manufactured by = the Votann. Ironkin are true 
mechanical intellects, They possess tremendous 
cogitational power and are able to mimic Kin social 
behaviours so well that they have integrated fully with 
their flesh and blood cousins. Each Ironkin consists of a 
Cerebral Unit - or CU — and a unique mechanical body. 
An Ironkin's CU has microfield generators woven into 
its structure, rendering it nigh on invulnerable, while its 
body is designed to fulfil one of a variety of roles, be 
list, strategic advisor, combat shock trooper, 
mbat pilot or 


that ge 
mining support unit, cargo lugge: 
whatever else. An Ironkin's body is as personal to it as 
the flesh-and-blood frame of a living being. It requires 

repair when damaged, rather than simply being replaced 
like some mechanical component. In extremis, however, 


lronkin can survive as a CU alone. Should they be 
reduced to this condition, they are able to enter a state 
or torpor and project an alHrequency distress beacon. 


The purpose of the Ironkin is to aid the Kin in every 
aspect of their lives. However, they are not enslaved to 
this role, nor treated as such by the Kin. It is simply in 
their nature to find whatever niche they best fill, and 
then to perform that role to the best of their abilities. 
This said, the Ironkin are artificial beings. As such, 
they can only imitate the emotions and drives of their 
biological fellows. It is thus rare that Ironkin posse: 

any degree of ambition, or seek to become le 

amongst their people. While they may express pride, 
camaraderie, courage, empathy or anger, in truth, these 
are but acts to optimise their societal integration. 


Every Holds Forge is unique, built 
and augmented over centuries to 
specifications determined by Votannic 
wisdom and personal Kindred 
preference. Yet in some respects they are 
uniform. All are sleepless hubs of activity 
lit by the molten fires and Searing plasma 
arcs of technological manufacture a 

all are filled with mechanisms of artifice 
ranging from Brokhyrs personal AN-vyl 
workstations, to cdlossal auto-foundries. 


As well as overseeing the work of thr 
COG robot-assistants, each Brókhyr tak 
pride in constrücting their own d 
They fallow traditional schematicsin 
deference to the wisdom of the Ancestors 
nition 


yet ther 
that 
Brokhyr must humbly apply their own 
ingenuity, coupled with rigorous field 
tests, to improve upon traditional designs 
Through this proces 
develops their own preferences 
quirks, which become known as their 
signature. The most eficacious signatures 
sd by fellow Brokhyr so that 
many Kindreds 
Leagues - have adopted bespoke methods 
of crafting and manufacture. This slow. 


is also general re 
to truly honour the Votann - each 


‘or even entire 


of ot 
excelle 
Kin approach to technology 
with bastium alloy reinforeer 
and fitted with a thermore 
radiation-hardened undetlayen | 
suit doubles as both rugged utility wear 
and - when combined with a helmet a 
fully functional spaceguit. f 
with thatallow the 
coupling up of 
frames and pressure rigs, to reinforced 
void armour. This latter is the standard 
sue for soldiers of the line, Void armour. 
provides substantial personal protection 
multilayer defence against atmospheric 
hazards, and a full suite of scanning and. 


| communications equipment. 


Another technological standard 
throughout the Kinhosts is the haptic 


OVERWHELMING 
FIREPOWER 
The guns wielded by the Kin 
bear superficial similarities to 
many Imperial technologies, 
but are superior in almost every 
respect. From solid-shot weapons 
Such as the Autoch-pattern 
bolter, to energy weapons like 
the HYLas auto rifle, the Kin 
employ superlative materials and 
/ methods in their construction. 
Accelerator coils and many other 
such advancements ensure that. 
Kin firearms remain reliable 
in even the most adverse 
conditions. Some weapon 
families, such as volkanite 
firearms, have remained 
A unchanged in design for 
} millennia, Others employ energy 
sources Humanity has never 
tamed, or that are proscribed 
by the dogma of the Adeptus 
Mechanicus. It was the Kin who 
first introduced the T'au Empire. 
to ion weaponry, though to this 
day they keep the finest of these 
weapons for themselves. Trusted 
| to affect battlefield repairs on 
their weapons, and well versed 
in their strengths and tolerances, 
the warriors of the Kinhosts 
are well positioned to get the 
absolute best from the superb 
arsenal the Brókhyr craft for them. 


CLOSE-QUARTERS 
DEVASTATION 

It is a fact of war to the Kin that 
many foes по: least the hated 
greenskins - cannot be halted by 
firepower alone. Such enemies 
must be battled blade to blade, 
and defeated quickly. Kin close 
combat weapons embody this 
ethos. They make substantial use 
of plasma fields, either to wreathe 
blades or to form the blades 
themselves, Such weapons scythe 
through physical shields and 
body armour with equal ease, 
and reduce the foe to cauterised 
chunks of meat. More brutal still 
are concussion weapons. Be they 
hammers, mauls or even just 
reinforced armoured gauntlets, 
they mount mass drivers that. 
magnify the force of their impact 
to a colossal degree. Perhaps the 
most feared of Kin close combat 
weapons are those that employ 
darkstar ore, mined from the 
fringes of the Dead Zones. This 
inimical material emits a universal 
damping field that shuts down 
organic and mechanical function 
at contact. Itis worked into Kin 
weaponry with the greatest of 
care and wielded with equal 
gravitas, for the slightest cut from 
a darkstar blade can end the 
victim's life like a switch. 


FIELD TECH 
The Kin make a specialism 

of force field technologies. 

The crowning glory, and most. 
ubiquitous example of Brokhyr 
force field tech, is the Weavefield. 
Variants of Weavefield projector 
have been developed for 
everything from personal 
protection for void miners and 
soldiers of the line, to massive 
examples that protect Kin void 
ships, The system employs an 
energy-weaving technique called 
weavewérke, which interlaces 
energy frequencies common to 
both refractor and conversion 
field technology, interlinked 

with more exotic energies — such 
as magnetic repulsion fields. 

The resultant multispectral 
shield is maintained either in 

a personal energy cowl, or else 
projected to form a protective 
dome, the betterto shelter entire 
squads of warriors or bands of 
Cthonian miners. Amongst the 
Kinhosts, Weavefield projectors 
are commonly worked into 
armoured crests or mounted on 
war engines. From here, their 
shimmering amber energies 

flow outward into translucent | 
energy domes, capable of 
intercepting even esoteric or 
apocalyptic munitions. 


When the Leagues of Votann go to war, their Kinhosts present 
a stirring sight on the battlefield. Be they part of a small, swift 
Prospect or a mighty Oathband many thousands strong, every 
rs the traditional colours and markings of their League 
and Kindred with pride. To fight so arrayed is to wage war in 
the sight of the Ancestors, and to have your deeds be known. 


At ihe heart ofall the Kin do and ай that they create is the 
firm conviction that anything worth spending resource on 
Should be properly wrought. Though they have little time for 
audy overembellishment, the Kin do believe in redoubtable 
craftsmanship and properly turned out soldiery. Moreover, they 
doot take their membership in one of the Leagues of Votann 
light, nor the weight of tradition and duty represented by the 
colours this entitles them to wear. All of this combines 
that, when the Kin take to the field, they do so i 

"iid crisply decorated wargear. It is the privilege of each Kindred 
to choose how they display their Leagues colours and logos, and 
all warriors of the Kindred maintain this standard with pride. 
Beyond this unified foundation, however, many Kindreds permit 
Personalisation of battle gear with knotwerk designs, repeating 
insignia, belligerent oaths and various other flourishes. In a clone 
Society, such small expressions of individuality are prized. 


Amidst the Shattercrags of KyvOk's reach, hordes of Ork Beast Snaggas fil the air with a pall of dust zs they stampede towards the extractor 
forts of the Ymyr Conglomerate. Einhyr Hearthguard of Dûvak Kindred stand firm against the charge, determined to halt the hated greenskins. 


‘storms into battle. With guns blazing and armoured fighting vehicles grinding relentlessly forward, the Kin shatter the Black Legion lines. 


no ruins ofa faled imperial colony, eral close to the raging endif warp storm Orgran a Greater Thurian League Ко E 
1 vw 


I 


As the seating fury ofa thermomica dust-storm engulfs their refinery, the warriors of Vynnûk's Prospect strike suddenly at lack Legion 
interbpers. Teleport fares cut through the whirling murk and magna coils thrum as the Kin counterattack slams home. 


EE 
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SUB-REF>> CTHONIAN BESERK: 


Chonan Beserk with потап Beserk with twin Crhonlan Beserk with heavy 
concussion maul concussion gauntlets plasma axe 


Kronus Hegemony Cthonian Beserk 


Dukhari of the Haemonculus Covens launch a raid upon a Greater Thurian League asteraid-cracker mine, expecting easy prey, The roaring 
masses of Cthonian Beserks that erupt from the tunnels to fight back quickly disabuse them of the notion: 


Employing secret empyric paths, warriors of the sorcerous Thousand Sons strike at the heart of a Kindred forge. Forewarned by the insights of 
the Ancestors, КӘР! Ütharthe Destined leads a stoic Greater Thurian League Dathband to annihilate the invaders, 


An Einhyr Champion of the Ymyr Conglomerate engages his mass driver accelerators and storms into the midst of the Tyranid swarm Ike a living 
thunderbolt, His comrades follow close behind, inspired by champion and courageous Kahl both. 


thar the Destined wielding the Blade of the Ancestors 


Greater Thurian League Grimnur сону 


A field full of foes 

isn't a problem, its 
an opportunity to 

test the quality of 

your weapons, 


- Kahl Téjuk the Fierce 
before the Battle of Ashes 


Уту Conglomerate Kahl with Autoch pattern combi-bolte: and 
forgewrought plasma axe 


Greater Thurian League Hernkyn Pioneer 


No matter how far through 
the stars I may roam, still 
Garry the fires of the 
Hearth in my heart 


= Traditional utterance of the 
Hernkyn before setting forth 
on an expedition 


Trans-Hyperian Aliance Hernkyn Pioneer 


The full might of YOht's Dathband grinds its way through the scrap-fort of Warboss Gargamek, driven by the fury ofa grudge unsettled, 
Rarnshackle Ork war engines explode into flaming wreckage as the Kin vent their anger — and their heavy firepower — upon them. 


= 2 


The armoured might of an YmyrConglomerate Oathband slams headlong into the battle lines ofthe duplicitous Alpha Legion. Led by swift- Щ 
‘skimming Hernkyn Pioneers, the Kinhost warriors smash а bloody path through their foes. 


L? missile launcher 


MAIR autocahnon, 


Greater Thurian League Sagitaur 


ake Thunderkyn 


Upon the eternally twilit moon of Temnavastor, the armoured might of Drémmoks Oathband roll out to patrol the shadowed ravines and vawning 
chasms. Neither piratical raider nor territorial invader wil be permitted to endanger the Kindred's holdings. 


THE RULES 


Welcome to the rules section of Codex: Leagues of Votann. On the following pages you 
will find all the rules content you need to bring every aspect of the Kin to life 

tabletop battlefields. Maybe you're inspired to dive straight into some open play g 
maybe you want to forge your own tales of galactic exploration and acquisition with. 
narrative play, or perhaps you can't wait to pit yourself against your opponents in nail 
biting matched play contests. Whichever appeals to you ~ even if it's a bit of all three 
this section of your Codex provides a modular toolbox that allows you to get the most 


Of course, theres no need to take it all 
in at once! Some of the content on the 
following pages - things like your army's 
datasheets and the rules for its weapons 

= will be useful no matter what kind of 
game you're playing. Others, such as your 


ratagems, Warlord Traits and 
Relics, will become relevant once you 


start playing games with Battle-forged 
armies, Then theres content such as the 
Skeinwrought discipline, which you will 
unlock by including particular models 

in your tabletop army. In each ca 
can include these new elements at your 


own pace; whether you're a brand new 
hobbyist playing your first few games ог 
a veteran general 

there's plenty here to provide countless 
hours of fresh and exciting gameplay 


ady to cause carnage, 


On top of this, the Leagues of Votann 
area redoubtable faction in Warhammer 
10,000 in that they are led by sturdy 
reliable warriors who wield powerful 
technologies to def 
pragmatic, methodical manner. There are 
а myriad rules within this section, such 
as the Leagues and the Votannic Council, 
that provide you with an opportunity 

to further upgrade and customise your 
army into a band of formidable warriors 
prepared to do whatever is needed to 
defeat their foes. In addition to unique. 
Agendas, Requisitions, Battle Traits and 
Crusade Relics that reflect the Leagues of 
Votannis bespoke customs and methods 
of war, you will find bespoke content for 
your Votann Crusade force, including 
Grodges and Kindred Acquisitions 
Grudges represent the Kins famous 
intolerance for those who do them 

wrong, and specific rules for when your 
army enters into batt 
Kindred Acquisitions offer a detailed 
system of acquiring precious mineral 


at their foes in a 


against such foes, 


and resources during your campaign, 
which you can use to build and upgrade a 
number of Kindred Assets to bolster your 
Votann Crusade force, 


BATTLE-| FORGED RULES 


we DETACHMENT ABILITIES [PG 49) 

Units ia Уотанн Detachments gain additional abilities to better 
reflect how Leagues of Votann armies operate together and wage 
war on the battlefield. You can find cut more about Detachment 
abilities in the Battle-forged Armies section of the Warhammer. 
10,000 Core Book. 


THE LEAGUES (PG 50-57) 

Votan Detachments from your army can be from a League, 
‘There are five Leagues detailed within this section, as well as 
rules you can use to create y League. Ifyou аге using the 
former, units in those Detachments will have access to unique 
rules that reflect the way those Leagues fight on the battlefields 
ofthe dist Millennium. If you are creating your own League, 
‘you will be able to create the customs and fighting style that best 
Suits those units. 


STRATAGEMS (PG 58-61) 
‘Leagues of Votann armies have access to unique battlefield 
© strategies and tactics that they can utilise to best their foes in 
any theatre of war; these are represented by the Stratagems 
inthis section, which you can spend Command points to use 
in your games, You can find out more about Stratagems and 
‘Command points in the Warhammer 40,000 Core Book. 


THE VOTANNIC COUNCIL (PG 62-63) 

Certain CHARACTER models in your Leagues of Votann army can 
be upgraded to be part of the Votannic Council the ruling body 
ofa Kindred, In doing so, these honoured warriors will gain 
powerful new abilities. 


ARMY RULES 


RELICS (PG 64-67) 

Leagues of Votann.heroes can take powerful artefacts and 
magical weapons called Ancestral Relics into batte; these Relies 
and the rules they bestow are described in this section 


WARLORD TRAITS (PG 68) 

The Wanton of a Leagues of Votan army can have one of the 
traits presented in this section, These help to personalise the 
leader of your force and better reflect their individual combat 
prowess and command style on the battlefield. 


SKEINWROUGHT DISCIPLINE (PG 69) 

If your army includes any Grimnyr, they can be given additional 
psychic powers from the Skeinwrought discipline. This 
represents the different arcane lore and particular talents of 

al Grimnyr. You can find out more about psychic 
farhammer 40,000 Core Book. 


De 
poc ANM 
MATCHED PLAY RULES 2 


CHAPTERAPPROVEDRULES(PG?20] — 
1f you are playing a battle that instructs уой to select secondary. 
objectives, then you can choose from the Leagues of Votann. 
‘ones printed here: These represent goals unique to the Leagues 
of Votann. You can find out more about selecting secondary 
objectives in many matched play mission packs, including the 
Eternal War mission pack found in the Warhammer 40,000 
Cote Book. 


CRUSADE RULES 


CRUSADE (PG 72-85) 

"The Leagues of Votann have access to a host of additional rules 
that enhance your Crusade experience, These include bespoke 
Agendas, Requisitions, Ваше Traits and Crusade Relics that 
reflect the rich background of the Kin, Amongst these rules are 
Kindred Acquisitions - where Kin must reclaim precious types 
‘of resources to build and upgrade their Kindred Assets — and а 
system of Grudges to represent the Votann's famously grim and 
unforgiving nature. 


DATASHEETS 


DATASHEETS (PG 86-99) 

‘This section is essential to all Leagues of Votann players, 
regardless of play style, containing as it does the datasheets for 
Чотанн units. Each datasheet describes, among other things, the 
profiles of its models, the wargear they can be equipped with and 
the abilities they have. You can find out more about datasheets in 
the Warhammer 40,000 Core Book. 


WARGEAR 


WEAPON PROFILES (PG 100-101) 
This section provides alphabetised lists of the weapons that 0€ 
Уотанн units can be equipped with, and should be used in 
conjunction with the datasheets section. 


a» | 


POINTS VALUES (PG 102) 

If you are playing а game that uses points values, you can use 
the alphabetised lists in this section to determine the cost of 
ach unit from your army. These values will be reviewed and 
updated annually 


RULES REFERENCE 


GLOSSARY (PG 103) 

In this section you will find a glossary of rules terms used inthis 
“odes that is designed to aid in resolving any complex rules 

tions that may arise, 


REFERENCE (PG 104) I 
Here you wil ind a handy ilr pointed rules reference that 
summarises some common Leagues of Votann rules, 


Combat Patrol is the smallest size game, 
and the Leagues of Votann force below 
isa great way to start - regardless of 
‘whether you want to play an open 

play game, forge a narrative with a 
Crusade army, or compete in a matched 
play mission 


Created from the contents of the Gombat 
Patrol: Leagues of Votann boxed set, 

this force can be used in a Battle- 

forged army and in itself comprises a 
Patrol Detachment, as described in the 
Warhammer 40,000 Core Book 


‘On the battlefield, the Hearthi 
Warriors are a solid and dependable 
Troops unit, equipped with powerful 
Weaponry and - thanks to the Void 
Armour ability ~ strong armour. As part 


COMBAT PATROL 


of a Battle-forged army, this unit will 
also gain the Objective Secured ability 
(see the Warhammer 40,000 Core Book), 
enabling them to hold on to objectives 
even when outnumbered by the foe 


When the Hearthkyn Warriors are 
bolstered by the Kahl’s Kindred Hero. 
and Grim Efficiency abilities, they 
become a more formidable foe = their 
firepower punishing the enemy with 
even greater efficacy. The Kahl is a 
powerful and resilient figure, able to 
heroically intervene against enemy 
threats and punish them for getting 
too close 


The Hernkyn Pioneers make for a mobile 
response force that can ensure you are 
able to position a solid force wherever. 


they are needed the most. Hernkyn. 
Pioneers can act аз а mobile firebase that 
can destroy lightly armoured targets on. 
their own, or support your other forces 
to bring down larger targets. They can 
also swoop in to threaten lightly guarded 
objectives in combat, 


The Cthonian Beserks are this Combat 
Patrol’ close-combat strength. There 
are few foes these warriors cannot 
tear through, though the infantry are 
vulnerable to enemy firepower. You will 
need to make clever use of terrain to 
ensure they reach the enemy battle lines 
intact and ready to scythe down the 
League's foes. Tactical use of their mole 


епаде launcher is also vital to disrupt. 
enemy units and soften them up prior to 
anassault 


асос a ae 


A Voraan Detachment is one that only includes 
models with the VoTaNN keyword (excluding 
Я models with the UNALIGNED keyword) 
4 + отам Detachments gain the Hero of the 
Oathband ability 
« VoraNW units in Уотанн Detachments gain the 
League Customs ability 


= HEARTHKYN WARRIORS and HERNKYN PIONEERS 
units in Уотанн Detachments gain t 


Objective Secured ability (this ability 


is described in the War 
Core Book). 
j HERO OF THE OATHBAND 


T is tradition for а single Kühl either to lead 


‘each Oathband, or else to serve 
fig 
Hero has mustered its forces. So gn 
store ofstrateg 
inspirational courage possessed by each Kahl, that 
they are of greatest benefit to the Kinhost divided 
in this fashion. 


irehead ала strate 


unning, martial 


You can includes maximum of one Kis model 


in this Detachment 


SAILING 
FAR-SPACE 


DETACHMENT ABILITIES 


wow 


LEAGUE CUSTOMS 

Each of the Leagues of Votann are renowned 
Jo ar customs that have defined their 
approac 


beco 


arti 


tomi they have 
tradition. Thor 
us on particular aspects of their 


ual Kindred; 


Leagues traditions, all observe them as cul 


this ability, and all the 
їп а League Custom so long 


All Voran units wi 
models in ther, g 
as every VOTANN unit in your army is from the 
same League. The custom gained depends upon 
which League they are from, as shown on the 

following pag 


Example: A GREATER THURIAN LEAGUE unit with 


gains the Ruthless 


If your League does not have an associated 
League Custom, you must instead select 
for them, 


an Established League Cust 


as described on page 56; this allows you to 
customise the rules for your Established 
League. In either case, write down all of your. 
Detachments customs on your army roster. 


Thir expression dercriber an endeavor, 


T 0 тебе нант or the ike which 
дуне а orc nag 
E of Ho peti cre ird 
and кюе to stray into withont 
Ж 
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THE LEAGUES 


If your army is Battle-forged, «League» units in VoTANN 
Detachments gain access to the following League rules, provided 
Үотанн unit in your army is from the same League. If 
every <LEAGUE> unit in a VOTANN Detachment is from the same 
League, that Detachment is referred to as a League Detachment, 


LEAGUE CUSTOMS 

All <Leasue> units in a League Detachment will 
Custom, as described on page 49. On the following pages you 
will find the League Custom associated with each Leagi 

well asthe list of Established League Customs (pg 56) that you. 
must use if your League does not have an associated custom. 
Note that each cu 

has an ‘Ancestral Ju 
every unit from your army is from the same League (excluding 
models with the UNALIGNED keyword) 


WARLORD TRAITS 

bh League has an associated League Warlord ‘Trait. Ifa VOTANN 
ALEAGUE» CHARACTER model gains а Warlord Trait, they can have 
the relevant League Warlord Trait instead of a Warlord Trait 
from page 68. 


STRATAGEMS 

Each League has an associated League Stratagem. If your army 
includes a League Detachment (excluding Auxiliary Support 
Detachments), then you have access to and can spend Command 
points to use this Stratagem, in addition to those on pages 58-61. 


ain a League 


om is made up of three rules, one of which. 
sement label - this rule will only apply if 


RELICS OF THE LEAGUES. 

Each League has an associated League Ancestral Relic. If your 
army is led by a VOTANN «LEAGUE» WARLORD, you с 

relevant League Ancestral Relic to a VOTANN «LEAGUE» CHARACTER 
model from your army instead of giving them an Ancestral Relic 
from pages 64-67, Named characters and IRONKIN ASSISTANT 
models can never be given one of these Relics. 


give the 


Note that some Relics replace one of the model’ existing items 
of wargear. Where this is the case, you must, if you are using 
points values, still pay the cost of the wargear that is being 
replaced. Write down any Ancestral Relics your models have on. 
your army roster: 


Example: A Battle-forged army includes a Vorann Detachment 
in which every unit has the URANI-SURTR REGULATES keyword. 
All URANISURTR REGULATES units in that Detachment gain the 
liste League Custom, an URANI-SURTR REGULATES 
Character model in that Detachment that is given а Warlord 


Dour Surv 


Trait can instead be given the Grim Pragmatism trait, you have 
‘access to the Waste Not Your Last Breath Stratagem and can 
spend CPs to use it, and ifthe army WaRLORD is selected from 
this Detachment and is from the URANL-SURTR REGULATES, then 
ап URANI-SURTR REGULATES CHARACTER model from your army 
that could be given an Ancestral Relic can instead be given The 
Abiding Mantle 


LEAGUES 
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GREATER THURIAN LEAGUE 


The Greater Thurian League are as uncompromisingly mercenary as they are driven in the causes of exploration, resource acquisition 


and military conquest. Boasting scores of allied Kindreds and near- 


inexhaustible ranks of Kinkost warriors to enforce their will, the 


Greater Thurian League take pride in epitomssing all that it means to be Kin. 


LEAGUE CUSTOM: RUTHLESS EFFICIENCY 
The Kin of the Greater Thurian 1га 
ruthless expansionist, instinctively working together to defeat 
their foes and efficiently achieve their aims. As with everything, 
they approach war with a grim, methodical pragmatism that is an 
inspiration to other Leagues, 


аге skilled warriors and 


* Models with this custom (excluding COG models) count as 2 
models when determining control of an objective marker, or 
5 models if they have a Wounds characteristic of 10 or тоге 

+ Each time a unit with this custom is selected to shoot or fight, 
you can re-roll one hit roll or one wound roll when maki 
that units attacks. 


Ancestral Judgement 
Each time a model (excluding а COG model) with this custom 
makes an attack against a target that has 1 or more Judgement 
tokens (pg 86), that enemy unit is considered to have 1 more 
Judgement token than it actually has (to a maximum of 

3) when determining what bonuses apply to the attacking 
models attacks. 


WARLORD TRAIT: PRAGMATIC WISDOM 


This warlord squeezes the most of out every strategic ploy, their 
command decisions optimising the reward for every expenditure. 


While this WaRLoRo is on the battlefield, each time you spend a 
Command point to use a Stratagem you can roll one D6: on a 
5+, that Command point is refunded, 


|APPRAISING GLARE 1СР, 


Greater Thurian League - Epic Deed Stratagem 
Few Kin can cast the Eye of the Ancestors with the swiftness and 
grim efficiency of this Leagues Капі, Where their merciless gaze 


falls, the strengths and weaknesses of the enemy are laid bare, and 
there their warriors strike hardest 


Use this Stratagem when a Greater THURIAN League KAHL model 
from your army uses its Grim Efficiency ability. The selected 
enemy unit gains one additional Judgement token (pg 86) 


RELIC: KORVYK’S CUIRASS 

Amongst the earliest records of the Greater Thurian Leagueis an 
account of the famed Brokhyr Korvyk the Hammer fashioning tts 
remarkable chest plate. Said to be crafted from one of only three 
small transubstantium deposits ever discovered by the Kin, and 
with the direct aid of the nascent League’ still-lucid Vatann, it is a 
truly remarkable piece of armour. It is said that Korvyk’s Cuirass 
is as unyielding and resilient as the very spirit of the Kin race. 


GREATER THURIAN LEAGUE model only 


+ The bearer has a 4+ invulnerable save, 
+ Each time an attack is allocated to the bearer, the Armour 
Penetration characteristic of that attack is reduced by 1 (to 
ninimum of 0). This is cumulative with the similar bonus 
from the Void Armour ability (pg 87) 


TRANS-HYPERIAN ALLIANCE 


"The Kindreds of the Trans-Hyperian Alliance are scattered far and wide, with many of their Hold ships cruising at the heart of nomadic 


fleets. Observ 
Hyperian Alliance are ever on the move, always seekin 


LEAGUE CUSTOM: HONOUR THE ANCESTORS 

and often strung out and under: strength 
to fightin 

owever, and strive 


Ever on the move the 
Kin of the Trans-Hyperian Alliance are no stra 
‘against the odds. They relish such hardships, 
all the more fiercely ro apply their hard won experience to every 
conflict, the better to honour the Votann. 


Each time a model with this custom makes an attack, if that 
models unit is below its Starting Strength, add 1 to that 
attack’ hit roll 

Each time a model with this custom makes an attack, on 
an unmodified wound roll of 6, the Armour Penetration 
characteristic of that attack is improved by 1 


Ancestral Judgement 
Each time a model with this custom (excluding a COG model) 
makes an attack against а target that has 1 or more Judgement 
tokens (pg 86), re-roll a wound roll of 1 


WARLORD TRAIT: NOMAD STRATEGIST 

This warlord makes the most of their warriors’ desire to stay on 
the move, employing mobile strategies and swiftly repositioning 
their forces to exploit weaknesses in enemy battle lines. 


At the start of the first battle round, you can select up to three 
friendly TRANS-HYPERIAN ALLIANCE units wholly within your 
deployment zone. Remove those units from the battlefield, then 
set them up anywhere on the battlefield that is wholly within. 
our deployment zone. If the mission uses the Strategic Reserves 
rules, any of those units can be placed into Strategic Res 
without having to spend any additional CPs, regardless of how 
‘many units are alr Strategic Reserves. If both players 
have abilities that redeploy units, roll off; the winner chooses 
who redeploys their units first. 


iga secular cult of ancestral veneration that surpasses the dedication o 
new knowledge and conquests to enrich the Votan, 


he rest of their race, the Kin of the Trans: 


CULT OF VENERATION 


Trans-Hyperian Alliance - Battle Tactic Stratagem 


1СР, 


‘The Ancestor worship within the Trans-Hyperian Alliance borders 
‘on the puritanical. So wholly determined are its Kin to live up to 
the impossible standards of their forebears, that they will endure. 
unbelievable hardships and keep fighting to survive and prevail - 
even should they 


be terribly injured. 


Use this Stratagem in any phase, when a TRANS-HYPERIAN 
‘ALLIANCE model from your army would lose a wound as the 
result of a mortal wound, Until the end of the phase, each time 
that model, or another model in its unit, would lose a wound as 
the result of a mortal wound, roll one D6: on a 5+, that wound 
is not lost 


RELIC: THE CORV DUAS 

Originally fashioned aboard the Hold ship of Urvits Kindred 
during the years of the Longest March, these СОКУ units contain 
shards of psychoactive crystal recovered from a scintillating 
anomaly. Like escorts around a capital ship, the CORV Duas 
employ their psycho-amplifed resilience to shield their Grimnyr 
from harm. At the same time, the empyric resonance 
their presence magnifies the fortitude of the Grimnyr’s barrier 
tech, helping them to ward off harmful enemy manifestations 


generated by 


TRANS-HYPERIAN ALLIANCE GRIMNYR model only 


Add 1 to the Wounds characteristics of this units 

СОВУ models. 

* While the bearers unit contains 1 or more СОВУ models, the 
bearer can attempt to deny one additional psychic power in 
each of your opponents Psychic phases. 

While the bearer’s unit contains 1 or more СОВУ models, add 
1 to Deny the Witch t 


KRONUS HEGEMONY 


The Kronus Hegemony are ever on the march. Their Kindreds must fulfil quotas of martial conquest, and find the slightest excuse to 


launch into full-blown military invasions of alien-held systems. О 
aggressive and ill-tempered, so that now there are few problems the 


LEAGUE CUSTOM: BATTLE PROWESS 
The 
are expected to display exceptional fe 
combat. They never hesitate to hurl th 
steeper the odds, the harder they fight to prevail 


in of the Kronus Hegemony are vaunted warriors who 
of strength and skill in 
nselves into battle and, the 


+ Each time a unit with this custom fights, if it made a charge 
move, was charged or performed a Heroic Intervention this 
turn, then until that fight is resolved, add 1 to the Attacks 
characteristic of models in this unit 


Each time a model with this custom makes a melee attack, 
if that model’ unit made a charge move, was charged or 
performed a Heroic Intervention this turn, add 1 to that 
attacks Strength characteristic. 


Ancestral Judgement 
Each time a model with this custom (excluding a СО 
model) makes mele attack against target that has 2 or. 
more Judgement tokens (pg 86), the Armour Penetration 
characteristic of that attack is improved by 1 


WARLORD TRAIT: EXEMPLARY HERO 

I is the duty of all war leaders within the Kronus Hegemony to 
set an unimpeachable example to their followers, employing their 
prodigious skill to lay low the greatest enemy threats in person. 


«Each time this Warton fights, if it is within Engagement 
Range of any enemy CHARACTER or MONSTER units, then 
until that fight is resolved, add 1 to this Wartoro’s 
Attacks characteristic: 

Each time this WaRLORD ma 
the hit roll 

Each time this нон makes a melee attack against an 
enemy CHARACTER or MONSTER unit, add 1 to the wound roll. 


a melee attack, you can re-roll 


гт time, the temperament of these Kindreds has become 


Kin of the Kronus Hegemony will not seek to solve with viol 


Kronus Hegemony - Battle Tactic Stratagem 


With a few stern words, the war leaders of the Kronus Hegemony 
remind their warriors what is expected of them. They must fight 
all the harder, for the Ancestors expect their due 


Use this Stratagem in the Fight phase, when a Konus HEsewony 5 
unit from your army is selected to fight. Until the end ofthe E 
phase, each time a model in that unit makes a melee attack, ап, 53s 
unmodified hit roll of 6 scores 1 additional hit Б 


RELIC: THE JUST BLADE 

Rumour has it that this mighty axe is the deadliest weapon ever 
to be fashioned in the Forges of the Kronus Hegemony. A phases 
modulated plasma field wreathes a polytrinate blade that has 
been witnessed to cut through feet-thick armour plating - and 
even energy fields ~ as though they were not there. It is said within. 
the Hegemony that so deadly a weapon must only be wielded in а. 
truly justified conflict against a deserving fo 
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Knowus Hecewony model with a forgewrought plasma axe or 
dark star axe only. 


ч, би 


This Relic replaces a forge 
and has the following profile: 


‘ought plasma axe or dark star axe 


an fe 


ae 


s 


а 4 2 
Abilities: Each time an attack is made with this weapon, invulnerable 
saving throws cannot be made against that attack. 


WEAPON 
The Just Blade. 


RANGE TYPE 


Melee Melee 


Sau ЕРЕ ЕИ] 


YMYR CONGLOMERATE 


The Ynyr Conglomerate are renowned for two thin 
«тай with it. A League whose mantra is ever quali 
equipped Oathbands to be seen in any theatre of war. 


LEAGUE CUSTOM: MASTER ARMOURERS 

The craftsmanship and quality of the Ymyr Conglomerates 
weapons and void armour are second to none, Kin who enter 
battle girded with such forgewrought masterpieces strive never to 
waste their tremendous potential. 


Add 4" to the Range characteristic of all ranged 
Weapons (excluding Relics) models with this custom are 
equipped with. 

Models in a unit with this custom that have a Save 
Characteristic of 2+ gain a 4» invalnerable save; other models 
їп aunit with this custom gain a 5+ invulnerable save 


Ancestral Judgement 
Each time a model with this custom (excluding a C08 model) 
тайеза ranged attack that targets a unit within half range, if 
that target has 1 or more judgement tokens (pg 86), the Armour 
Penetration characteristic of that attack is improved by 1. 


WARLORD TRAIT: GUILD CONNECTIONS 

Ti serves this warlord well to maintain strong contacts with 
the greatest Cthonian Guilds of the Ymyr Conglomerate. Such 
{friendships yield rich їй that can be put to good use upon 
the battlefield 


sakes 
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"The Damage characteristic of all weapons this WARLORD is 
equipped with (excluding Relics) is increased by 1 


j to, Ci 
ate and make the 


above all else their vast material wealth and the spectacular technologies that they 
‘over quantity the Yinyr Conglomerate deploy some of the most elite and heavily 


PULSED BEAM DISCHARGE. 


Ymyr Conglomerate 


ACP. 


Wargear Stratagem 


With specific modifications it is possible to focus a beam weapon's 
‘output into a more deadly stream of energy 


Use this Stratagem in your Shooting phase, when an Yurr 
CONGLOMERATE unit from your army is selected to shoot Select 
‘one model in that unit, and then select one beam weapon (pg 
100) that it is equipped with, Until the end of the phase, each 
time a hít is scored with that weapon, the target suffers 1 mortal 
wound in addition to the normal Damage. 


RELIC: THE LAST CREST OF JALUK 

The tragic fall of the Hold world of Jaluk remains a cautionary tale 
to all those Brokhyr tempted by wild experimentation, Only this 
one gilded crest was recovered from the storm-lost planet, pristine 
‘and seemingly untouched by the warp-madness that surrounded. 
it, Its protective powers extend to its bearer, as does the weight of 
responsibility to prevent such a tragedy befalling their own Hold, 


YuyR CONGLOMERATE SHIELD Crest model only 


+ Once per battle, before making a saving throw for the bearer, 
it can activate this Relic. If it does so, then until the end of the. 
phase, the bearer has a 3+ invulnerable save 

+ Each time the bearer would lose a wound as the result of a 
mortal wound, roll one D6: on a 4+, that wound is net lost 


URANI-SURTR REGULATES 


The Kindreds of the Urani-Surtr Regulates prize stoicism, self-reliance and = unusually for their race ~ inflexible determination no 


doing so will bring them victory, and their Kindreds survival. 


LEAGUE CUSTOM: DOUR SURVIVALISTS 
The URSR have suffered g 
endure. Their grim warriors have disdain for every foe, and 
are known to fight to the last. While they can still stand, they 
can fight. 


satly over the millennia, yet still they 


+ Add 1to the Toughness characteristic of models in a unit 
with this custom, 

+ You cen re-roll failed Morale tests taken for a unit with 
this custom, 


Ancestral Judgement 

Each time a model with this custom (excluding a COG model) 
makes an attack against a target that has 0 Judgement tok 
(pg 56), that enemy unitis considered to have 1 Ju 

token when determining what bonuses apply to the attacking 


model’ attacks, 


WARLORD TRAIT: GRIM PRAGMATISM. 
Dwelling оп pain and discomfort only wastes valuable energy that 
could be put to better use 


Each time this WantoRo would lose a wound, roll one D6: on а 
that wound is not lost. 


the odds of success. They disparage wastefulness above all else, and will subs 


bsolute minimum if 


uncomplains 


gly upon the 


[WASTE NOT YOUR LAST BREATH 1СР, 


urtr Regulates - Epic Deed Stratagem 


Ura 


It is incumbent upon the leaders of the URSR to set an example of. 
absolute indomitability before thelr followers. 


Use this Stratagem in the Fight phase when an URANI-SURTR 
REGULATES CHARACTER model from your army that has not 
already been selected to fight this phase is destroyed. Do not 
remove that model from play = it can fight after the attacking: 
models unit has finished making attacks. After resolving the 
destroyed models attacks, it is then removed, 


RELIC: THE ABIDING MANTLE 

By their own insistence, the name of whichever skilled URSE 
craftsman fashioned this cloak was never recorded. Laced 
through with chamelioweave and contramotive optic damper- 
circuits, this seemingly plain garment causes its wearer to blend 
in amongst the ranks of their comrades = their survival aided by 


understated anonymity 


URANI-SURTR REGULATES model only: Unless the bearer is the 
closest eligible target, enemy models cannot target it with 
ranged attacks. 
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ESTABLISHED 


LEAGUE CUSTOMS 


If your chosen League does not have an associated League Custom on pages 51-55, you must instead create their custom by selecting 


rules from the list here. Unless otherw 
must be from those with an Ancestral Judgement label. 


‘Some Leagues emphasise cloneskeins throughout their populace 
Which promote physical strength and aggression. This better 
ensures a ready supply of soldiers of the line. 


Fach time a model with this custom makes a melee attack, 
ifthat models unit made a charge move, was charged or 
performed a Heroic Intervention this turn, add 1 to that attacks 
Strength characteristic. 


This League allows no insult or loss amongst their number to go 
wnavenged. The fallen are always honoured in blood. 


Bach time a unit with this custom is destroyed by an enemy 
unit, that enemy unit gains 2 Judgement tokens (pg 86) instead 


“This League imposes a particularly punishing training regime 
upon all the warriors of its Oathbands, training them to eliminate 
their enemies with merciless efficiency. 


Each time a model with this custom (excluding a C06 model) 
makesa melee attack against a target that has 1 or more 
Judgement tokens (pg 86), an unmodified hit гой of 6 scores 1 
additional hit. 


The Kindreds of this League view firefights as Put the first stage of 
фаш, leading into a devastating headlong offensive to crush th 
oč in hand-to-hand battle, 


Esch time a unit with this custom declares a charge, if it only 
1 deciaresa charge against one target, and if that target has 1 or 
ore judgement tokens (pg 86), add 2 to the charge rol 


ated, your League has three customs from the following list, one of which (and only one) 


Courage and fortitude are the watchwords of this League, its Kin 
dour and fearless no matter the enemy or the odds, 


You can re-roll failed Morale tests taken for a unit with 
this custom. 


warriors are infamously ill-tempered and known to 
take the continued existence of their foes rather personally 


Each time a unit with this custom is selected to shoot or fight, 
ifall the models in that unit that make attacks target the same 
enemy unit, after resolving those attacks, if that enemy unit 
suffered damage as the result of those attacks but was not 
destroyed, roll one D6 and add 1 to the e unit being 
attacked is now below Half-strength. On a 5+, that enemy unit 
gains 1 Judgement token (pg 86). 


When their comrades fall in battle, the Kin of this League fight all 
the harder to honour them through unfaltering success. 


Each time an attack is made by a model with this custom, if this 
unit is below its Starting Strength, add 1 to that attack hit гой, 


It is customary within the Kindreds of this League to form 
indomitable shield walls in battle, and then to raise massed voices. 
in an inspirational song of ancestral honour and defiance. 


Each time a «LEAGUE» model with this custom makes a melee 
attack, ifthe target ofthat melee attack was within Engagement 
Range of 2 or more «LEAGUE» CORE units from your army when. 
the attacking unit was selected to fight, you can re-roll the 

hit roll 


"This League has such close ties with another League, that they are 
оп the verge of forming an alliance 


You cannot select this custom if you have selected any other 
custom, and if you select this custom you cannot select any 
other customs. Select one of the following Leagues: Greater 
Thurian League, Trans-Hyperian Alliance, Kronus Hegemony, 
Ymyr Conglomerate, Urani-Surtr Regulates. 


+ Use the custom of the League you selected, as listed on. 
pages 51-55, 

Ifa Cuanacren model with this custom gains a Warlord Trait, 

they can have a League Warlord Trait associated with the 

League you selected, instead of a Warlord Trait from page 68. 

Ifa CHARACTER has such a Warlord Trai 

of the League keyword on that Warlord Trait (e.g. TRANS- 

HYPERIAN ALLIANCE), İf any, with the name of the League that 

this CHARACTER is from. 

+ Unless the only units with this custom are part of an 
Auxillary Support Detachment, you will gai 
League Stratagem associated with the League you selected. 
When using such a Stratagem, replace all instances of the 
League keyword on that Stratagem (e.g. TRANS-HYPERIAN 
‘Auiance), if any, with the name of the League that the units 
with this custom have. 


cess to the 


"This League is known for processing highly refined power cells to 
fuel their war machines, lending them greater acceleration. 


Add 27 to the Move characteristic of models with this custom 
that have either the ACCELERATED or VEHICLE keywords. 


The Kin of this League waste no time in appraising their foe, and 
they are quick to pass judgement upon all who mean them harm. 


Each time án enemy unit targets a unit with this custom with a 
shooting or melee attack, after the attacking unit has resolved all 
ofits attacks, if the unit with this custom suffered one or more 
casualties as the result of those attacks but was not destroyed, 
roll one D6 and add 1 to the result if the unit being attacked is 
now below Half-strength. On a 4+, the attacking unit gains 1 
Judgement token (pg 86). 


The Brökhyr of this League have refined the art of crafting 
superior energy capacitors and focal lenses to transform their 
continuous beam energy tools into deadly weapons capable of 
scything through enemy ranks. 


+ Add 1 to the Strength characteristic of all beam 
weapons (pg 100) equipped by models with this custom: 
(including Relics). 

+ Each time а unit with this custom is selected for the Core 
Buster Fire Pattern Stratagem (pg 58), that Stratagem coss OCP 
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These Kin warriors are renowned for being stif-necked and 
particularly disciplined. When their heroes mark a foe for 
destruction, they brook no distraction from their appointed task, 


Each time a model (excluding a CO model) with this custom 
makes an attack against a target that has 1 or more Judgement 

tokens (pg 86), you can ignore any or ай hit roll, Weapon Skill 

and Ballistic Skill modifiers 

"This League requires all йз Kindreds to promote cloneskeins that 

render their peoples especially hardy and resilient. 


Each time an attack is made against a unit with this custom, an 
‘unmodified wound roll of 1-2 for that attack fails, irrespective 
of any abilities that the weapon or the model making the attack _ 


may have. y 
The warriors of this League of Votann pride themselves on their 
martial skills and their proficiency in combat. 


Each time a unit with this custom is selected to shoot or fight, 
you can re-roll one hit roll or one wound roll when resolving 
that units attacks. 


Whether through the sil of their Kindreds'BrOkhy, or acces to 
sources of rare and highly perilous ballistic materials, the Kindreds 
of this League are able to deploy exceptionally potent firearms 
throughout their Oathbands. 


Add 4" to the Range characteristic ofall ranged weapons 
(excluding Relics) models with this custom are equipped with. 


57 


ә and can spend CPs to use them. 


ACCELERATED RESPONSE 1CP, 


Votann - Battle Tactic Stratagem 


. It is a point of honour to Kin military forces that they be precisely 
ters need them, exactly when they are required. 


Use this Stratagem in your Movement phase, when a VOTANN 
AcceteRateo unit from your army isselected to Advance. Until 

the end of the phase, add 12° to the Move characteristic of each 

model in this unit (this is not cumulative with the similar bonus 
provided by the Steady Advance ability, page 87). 


ANCESTRAL SENTENCE 
Votann - Battle Tactic Stratagem 


1СР, 
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Some fees are so loathed that the Ancestors themselves are said to 
‘pass sentence upon them, marking them for death. 


Use this Stratagem in your Shooting phase, when a VOTANN unit 
from your army is selected to shoot, or in the Fight phase, when. 
a Votans unit from your army is selected to fight. Until the end 
‘ofthe phase, each time a model in that unit makes an attack 
against a target that has 1 or more Judgement tokens (pg 86), 
you can re-roll the hit roll. 


CORE-BUSTER FIRE PATTERN 


Votann - Battle Tactic Stratagem 


1СР, 


Originally perfected for explosively excavating especially resistant 
mining obstacle, this intersectional beam weapon fire pattern 
works equally well to last the heart from the enemy battle line. 


Use this Stratagem in your Shooting phase after an enemy unit 

= is hit by an attack made by a beam weapon (pg 100) fired by a 
Votans model from your army. Until the end of the phase, 
time that enemy unit is hit by another attack made by a beam 
weapon fired by a Мотанн model from your army, roll one D6: 
оп 4+. that enemy unit suffers 1 mortal wound in addition to 
the normal damage. A unit can only suffer a maximum of 6 
mortal wounds per phase due to this Stratagem. 


CYBERSTIMM INFUSION СР, 


Votann - Battle Tactic Stratagem 


Gthonian Beserks are typically fitted with augmetic, sub-dermal 
Shunts that can flood their systems with stimulant chemicals to 
help them fight their way out of dangerous situations. 


‘Use this Stratagem in the Fight phase, when a VOTANN BESERKS 
unit from your army is selected to fight. Until the end of the 
"phase, each time a model in that unit makes a melee attack, you 
‘can reroll the hit roll. 


‘Ifyourarmy includes any Уотанн Detachments (excluding Auxiliary Support Detachments), you have access to these 5 


ratagems, 


HUNTR'S MARK ДЕР. 


Votann - Battle Tactic Stratagem 


‘Sensor-network calibration tied in to the HunTR modules on Kin 
weaponry can be used to part-automate targeting based on the 
casting of the Eye of the Ancestors. This ensures that, ў the Votann 
have marked a victim, their will is carried out without fail. 


Use this Stratagem in your Shooting phase, before making a hit 
roll for an attack made bya Үотанн model from your army. If 
the target unit has 1 or more Judgement tokens (pg 86), do not 
make a hit roll for that attack: it automatically hits the target. 


KINBOND 2СР, 
Votann - Battle Tactic Stratagem 


A done race with a deep-rooted bond of common thought and 
intent, the Kin can act with eerie - and wholly unspoken — 
coordination, which helps them to overwhelm and pick apart their 
foes upon the field of battle. 


Use this Stratagem at the start of the Fight phase. Select one 
enemy unit that is within Engagement Range of 2 or more 
VOTANN CORE units from your army. Until the end of the phase, 
each time a Vora CORE model makes a melee attack against 


that enemy unit, you can re-roll the wound roll. 


THE MIGHT OF THE EINHYR 
Votann - Battle Tactic Stratagem 


Р, 


When the fighting is at its fiercest, a Kindred elite Einhyr 
warriors truly show their quality 


Use this Stratagem in your Shooting phase, when an EINHYR unit 
from your army is selected to shoot, or in the Fight phase, when 
an Etwi¥@ unit from your army is selected to fight. Until the end 
of the phase, each time a model in that unit makes an attack, 
add 1 to that attack’ hit гой. 


OPTIMISED VOLLEY P 


Battle Tactic Stratagem 


Votan 


Should the foe gather in sufficient numbers, it becomes more 
efficient to hammer the tight-packed enemy targets with a full- 
auto hail of bolt fire than to conserve ammunition. 


Use this Stratagem in your Shooting phase, when a Vorann 
unit from your army is selected to shoot. Until the end of the 
phase, each time a model in that unit makes an attack with 

а bolt weapon (pg 100), on an unmodified hit roll of 6, one. 
additional hit is scored; if the target unit contained 11 or more 
models when this Stratagem was used, then 2 additional hits are 
scored instead, 


POINT-BLANK FUSILLADE 
Votann - Battle Tactic Stratagem 


So resolute and steadfast are the Kin that their warriors are able to 
keep aiming and firing even in the midst of close-quarters battle. 


Use this Stratagem at the start of your Shooting phase. Select 
one Voran INFANTRY or Votan BIKER unit from your army. Until 
the end ofthe phase, models in this unit can make attacks with 
ranged weapons even when their unitis within Engagement 
Range of enemy units, but they can only make such attacks 
against enemy units that they are within Engagement Range of (if 
a model makes an attack with a beam weapon, that attack is only 
resolved against that target unit and it cannot hit any other unit. 
In such circumstances, those models can target an enemy unit 
even if other friendly units are within Engagement Range ofthe 
same enemy unit. Note that ifa modelin this unit has more than 
one ranged weapon, you can still choose to target units that are 
not within Engagement Range of that models unit, but that model 
will only be able to make the attacks with that weapon ifall enemy 
units within Engagement Range of that models unit have been 
destroyed when you come to resolve those attacks. In addition, 
when a model in this unit shoots a Heavy weapon, subtract 1 

from the hit rolls when resolving that weapons attacks while any 
enemy units are within Engagement Range of that models unit. 


REACTIVE REPRISAL 1СР/2СР, 


Votann – Battle Tactic Stratagem 


Once an enemy target has been marked out by the Eye of the 
Ancestors, the Kin focus their efforts upon its destruction, 
redoubling their fury should it attempt to engage. 


Use this Stratagem in your opponent’ Shooting phase, after 
an enemy unit that had 1 or more Judgement tokens (pg 86) 
when it was selected to shoot has resolved its attacks. 5 
чотанн Core unit from your army that was hit by one o 
ofthat enemy units attacks this phase, and that is not within 
Engagement Range of any enemy units. That Votan Сове unit 
can immediately shoot as if it were your Shooting phase, but its 
models can only target that enemy unit when doing so, and only 
if that enemy unit is an eligible target. After resolving its attacks, 
that Vowun Cone unit is then not eligible to shoot in your next 
Shooting phase. If that Уотанн Cone unit was a unit of HEARTHKYN 
Wannions, this Stratagem costs ICP; otherwise, it costs 2CP. 


ect one 


GRIMWROUGHT BARRIER 2CP, 


Votann - Epic Deed Stratagem 
By carefully manipulating localised warp flow via their barrier 


tech implements, the Grimnyr are able to ward their allies against 
maleficempyric manifestations. 


Us 
Votan unit from your army that is wi 
Griunva model. 


this Stratagem in your Command phase. Select one 
in 9" ofa friendly 


+ Thatunit, and the models it contains, stop being affected by 
any psychic powers that had been affecting it that had been 
manifested by an enemy unit 

+ Until the start of your next Command phase, that unit, and. 
the models it contains, are not affected by any Malediction 
psychic powers manifested. 


Votan - Epic Deed Stratagem 


A damaged Hekaton Land Fortress can be temporarily rigg 
bastion running by its crew, fortifying systems with a short 

power surge that allows the war engine to smash and blast way 
ош of even the most perilous situations. 


Use this Stratagem in your Command phase. Select one HEKATON 
Lano Fortress model from your army. Until the start of your 
next Command phase, that model is considered to have its 

full wounds remaining for the purposes of determining what 
characteristics on its profile to use. 


COMBAT SURGERY 1СР, 
Votann - Epic Deed Stratagem 


I isa tragic waste to let warriors die on the battlefield when there 
is a chance they can be revived to rejoin the fight. 
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Use this Stratagem in your Command phase. Select one VaTANK 
Memic unit from your army that is below its Starting Strength. 
sagement Range of any enemy units. Up to 
D3 destroyed models are returned to that unit, 


PERSONAL GRUDGE 1СР, 


Votann - Epic Deed Strategem 


Some amongst the Kin harbour extremely personal and long- 
standing Grudges against their most hated nemeses. 


Use this Stratagem in your Command phase. Select one VOTANN 
CHARACTER unit from your army and one enemy unit that is on 

the battlefield. Until the end of the battle, each time a model in 
that CHARACTER unit makes an attack against the selected enemy. 
unit, that enemy unit is considered to have 3 Judgement tokens | 
(pg 86) on it for the purposes of determining what bonuses — 7 
apply to the attacking models attacks. You can only use this | 
Stratagem if every unit from your army is from the same League 
(excluding UNALIGNED unit). You can only use this Stratagem C 
once, unless you are playingan Onslaught battle (in which case, 

you can use this Stratagem twice) 


IN THE RIGHT HANDS. Р, 


Votann = Requisition Stratagent 


“The Kin see little use in their most powerful and ancient 
technologies languishing in safety when — in the hands of their 
heroes = these devices can mean the difference between victory 
and defeat in battle 


Use this Stratagem before the battle, when you are mustering 
your army, if your WARLORo has the VOTANN keyword. Select one 
Vorann CHARACTER model from your army and give them one 
‘Ancestral Relic (this must be a Relic they could have). Each 
Relic in your army must be unique, and you cannot use this 
Stratagem to give a model two Relics. You can only use this 
Stratagem once, unless you are playing a Strike Force battle (in 
Which case, you can use this Stratagem twice) or an Onslaught 
battle (in which case, you can use this Stratagem three times). 
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Votann = Requisition Stratagem 


Should a lower-ranking Kin hero show particular promise, they 
maybe extended a Bequest of the Votann - an item of rarefied 
Nargear they have proved themselves worthy of wielding. 


Use this Stratagem before the battle. Select one Theyn or 
Hesyr model from your army. That model can have one of 
the following Ancestral Relics (pg 64-67), even though they 
are not a CHARACTER model: The Grey Crest; Grudges End; 
"The Hearthfist; Warpestryk. Each Relic in your army must be 
unique. You can only use this Stratagem once. 


LEGEND OF THE LEAGUE 1СР, 


Votann - Requisition Stratagem 


This hero's name and reputation are known throughout their 
League, synonymous with exceptional conduct and skill 


{Use this Stratagem before the battle, when you are mustering 
‘yourarmy, if your WaRLoRD has the VOTANN keyword. Select one 
Чотаян CHARACTER model from your army and determine one 
‘Warlord Trait for it (this must be a Warlord Trait it can have); 
that model is only regarded as your WARLORD for the purposes 
of that Warlord Trait. Each Warlord Trait in your army must be 
unique (if randomly generated, re-roll duplicate results), and 
you cannot use this Stratagem to give a model two Warlord 
Traits. You can only use this Stratagem once, unless you are 
playing a Strike Force battle (in which case, you can use this 
Stratagem twice) or an Onslaught battle (in which case, you can 
use this Stratagem three times). 


FAMILIAL LOYALTY 1СР, 
Votann - Strategic Ploy Stratagem 


‘The strong family bond between all members of a Kindred ensures 
that they will spare no effort to aid their imperiled comrades, 


"Use ihis Stratagem in your opponents Charge phase. Select one 
orat INFANTRY or VoTANN BIKER unit from your army. Until 
the end of the phase, that unit is eligible to perform Heroic 
Interventions as if t was a CHARACTER. 


LIGHT 'EM UP. 1СР, 


Votann - Strategic Ploy Stratagem 


Herrkyn Pioneers can use their searchlight to illuminate priority 
targets for their comrades. 


Use this Stratagem in your Shooting phase, after a VOTANN 
StinchLIGHr unit from your army has resolved its attacks. Select 
One enemy unit that was hit by one or more of that units ranged 
Altacks this phase; if every unit in your army is from the same 
‘League (excluding UNALIGNED units), the selected enemy unit 
gains 1 Judgement token (pg 86). 


BEQUEST OF THE VOTANN 1CP MM LUCK HAS. NEED KEEPS. TOIL EARNS. 1СР, 


Votann - Strategic Ploy Stratagem 


‘The Kin believe that rightful ownership lies with whoever strives 
hard enough to posses the prize. 


Use this Stratagem at the end of your Movement phase. 
Select one Уотанн Cone INFANTRY unit from your army that is 
within range of an objective marker. Until the start of your 
next Movement phase, while that unit is within range of that 
objective marker: 


+ That unit automatically passes Morale 

+ Unless that unit makes a ranged attack or declares a charge, 
that unit can ignore any rules that would cause any actions 
they are performing to fil 

+ Each time a model in that unit would lose a wound, roll one 
D6: on а 6, that wound is not lost. 


MAG-RIDERS Р, 


Votann - Strategic Ploy Stratagem 


Kindred magna-coil tech allows a skilled rider to effect sudden, 
drastic inking manoeuvres while flaring the polarity f their 
vehicles coils fo throw out disruptive energy pulses. 


Use this бизде in your opponents Shooting pha 
чотанн Bixer unit from your army is selected as the target of a 
ranged attack, Until the end of the phase, each time an attack is 
made against that unit: 


+ Subtract 1 from that attack hit гой. 
+ Ifthat unit has Advanced during its previous turn, that 
attacks hit roll cannot be re-rolled, 


NEW-FOUND NEMESIS 1СР, 
Votann = Strategic Ploy Stratagem 


To strike down a hero amongst the Kin is to earn the immediate. 
and murderous ire of all their warrior comrades. 


Use this Stratagem when a VOTANN WARLORD or GRIMIYR model 
from your army is destroyed. The enemy unit that destroyed 
that model gains 2 Judgement tokens (pg 86). If your destroyed 
model was а GRIMNYR, that enemy unit gains 3 Judgement 
tokens instead. 


QUTFLANKING PIONEERS 1СР, 


Votann = Strategic Ploy Stratagem 


Hernkyn Pioneers often push their mounts to their limit to 
ошап the foe, knowing that their most effective strategic use 
‘amongst the ranks of the Oathband is as rapid, encircing raiders. 


Use this Stratagem at the start of your Movement phase. Select 
опе Непнкун PIONEERS unit from your army that is more than 
6 away from any enemy models and within 6” of any battlefield 
edge. If the mission you are playing is using the Strategic 
Reserves rules, place that unit into Strategic Reserves = that. 
unit cannot arrive from Strategic Reserves in the same turn itis 
placed into Strategic Reserves. 


WELLORDERED RETREAT 
Votann - Strategic Ploy Stratagem 


Not for the Kin the sudden panic of the rout, Instead, they fall 
back steadily and by squads, laying down furious suppressing fire 
to drive back pursuing foes. 


Use this Stratagem in your Movement phase, when a VaraNN 


Cont unit from your army Falls Back. That unit is stil eligible to 
shoot this turn even though it Fell Back. 


CONCUSSION BLAST 


Votann - Wargear Stratagem 


1СР, 


Gravitic concusston grenades do not merely pulp flesh and crack 
bone, they also leave their foes disoriented from the blast wave. 


Use this Stratagem in your Shooting phase, when a Уотани 
Concussion unit from your army is selected to shoot. Select one 
‘enemy unit within 6" of that unit. Until the start of your next. 
Shooting phase: 


+ "Ihe selected enemy unit cannot fire Overwatch or Set 
to Defend. 

+ Fach time a model in the selected enemy unit makes an 
attack, subtract 1 from that attack hit roll. 


JON STORM. 


Votann - Wargear Stratagem 


The Kindreds’ mastery of ion weaponry has been fine tuned 
over millennia. 


Use this Stratagem in your Shooting phase, when a Votann 
unit from your army is selected to shoot, Until the end of the 
phase, each time a model in that unit makes an attack with an 
ion weapon (pg 108), an unmodified wound roll of 6 inflicts 1 
mortal wound on the target in addition to any normal damage 
(to a maximum of 6 mortal wounds). If that unit contains 11 or 
more models, this Stratagem costs 2CP; otherwise, it costs ICP. 


SUBTERRANEAN EXPLOSIVES 2CP, 


Votann - Wargear Stratagem 


Mole grenades can be set with a delayed fuse so that their 
underground detonation causes shock waves and subsidence 


Use this Stratagem in your Shooting phase, when a 
SUBTERRANEAN EXPLOSIVES unit from your army is selected to 
shoot. Until the end of the phase, each time that unit makes a 
ranged attack, subtract 1 from that attacks wound roll, and, ifa 
hit is scored against a target that is not Titanic and cannot FLY, 
then until the start of your next Shooting phase 


+ Halve the Move characteristic of models in the target unit. 
+ The target unit is not eligible to fight until after all other 
eligible units from your army have fought. 


Designers Note: We recommend placing а Mole Grenade 
‘model next to enemy units while they are under the effects ofthis 
Stratagem, removing it at the start of your next Movement phase (a 
Mole Grenade does not count as a model for any rules purposes) 


The comms arrays of the Leagues of Votann can decrypt ene 
communications channels and temporarily drown them in sai 


Comms unit from your army, then select one enemy unit within 
12" of that unit. Until the end of the phase, that enemy unit 
cannot be affected by any Aura abilities that units in your 
opponents army have. 


|OVERCHARGED SHIELD CREST Р/2СР, 


Votann = Wargear Stratagem 


Kindred shield crests are capable of projecting strengthened energy. 
fields to attenuate incoming attacks for short periods of time. 


Use this Stratagem in any phase, when a VOTANN SHIELD CREST 
unit from your army is selected as the target of a ranged attack. 
Until the end of the phase, each time a ranged attack is made 
against that unit, an unmodified wound roll of 1-3 for that 
attack fails, irrespective of any abilities that the weapon or the 
model making the attack may have. If that unit contains 5 or 
fewer models, this Stratagem costs ICP; otherwise, it costs 2P: 
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IPAN SPECTRAL WARNING 2СР, 


Votann - Wargear Stratagem 


Kindred pan spectral scanners can give forewarning of enemies 
approaching from unseen quarters, or even through the warp. 


Use this Stratagem at the end of the Reinforcements step of 
your opponents Movement phase, Select one VOTANN SCANNER 

unit from your army that is not within Engagement Range of 

any enemy units. That unit can shoot as if it were your Shooting, | 
phase, but its models can only target a single eligible enemy unit 
that was set up as Reinforcements this turn and that is within 

127 of their unit when doing so. 


SITE-TO-SITE TRANSPORT 1СР/2СР, 


Votann = Wargear Stratagem 


Kin teleport crests are capable of performing short site-to-site 
iransportations, but doing so drains, their power cores. 


Use this Stratagem at the start of your Movement phase, 
Select one VOTANN TELEPORTATION unit from your army and 
remove it from the battlefield. In the Reinforcements step of 
this Movement phase, set this unit back up on the battlefield, 
anywhere that is more than 9" away from any enemy models, 
You cannot select the same unit to use this Stratagem more than. 
once per battle. If the unit you selected was a CHARACTER, this 
Stratagem costs 1CP; otherwise, it costs 2CP. 
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If your army is Battle-forged and includes any VOTANN 
Detachments (excluding Auxiliary Support Detachments), 
then when you muster your army, you can upgrade any of the 
/OTANN CHARACTER units (excluding named character 
army: KÃHL, BROKHYR IRON-MASTER, GRIMNYR. 


following 


Each time you upgrade one of the aforementioned units, its 
Power Rating is increased, as shown in the table below. Ifyou 
are playing ay game, or a game that uses a points 
limit, then the points value of that unit is also increased by 
the amount shown in the same table, Make a note on your 
army roster each time you upgrade a unit using these rules. 
These uni 

purposes of 


пу mission rules that limit the number of times 
any particular datasheet can be included in your army 


Each time you upgrade a unit, one CHARACTER model in it 
anew keyword, as shown in the keyword column of the table. 
below. It also gains access to bespoke Warlord Traits and gains 


two additional abilities, one of which is an Ancestral Judgement 


ability as shown in the appropriate section over the following 
pages А model can only use its Ancestral Judgement ability if 
every unit from your army has the Votan keyword (excluding 
models with the UNALIGNED keyword) and is from the same 
League. When you upgrade а VorAuN CHARACTER model with 
these rules, replace all instances of the <Leacue> keyword in 
their new abilities and Warlord Trait (if any) with the name of 
the League that your model is from 


A Crusade force cannot start with any upgraded CHARACTER 
units - to include one in a Crusade force, you must use the A 
Great Honour Requisition (pg 79). 


An army (and a Crusade force) cannot contain more than 


fone model from the same League that has the same Votannic 
Council keyword (e.g. it cannot contain two GREATER THURIAN 
LEAGUE HIGH KAHL models, or two KRONUS HEGEMONY LORD 


'GRIMNIR models, etc.) 


e still considered to be the same datasheet for the 


THE VOTANNIC COUNCIL 


| kant HIGH KAHL +2 +40 

| Grimnyr LoroGRIMNYR +1 +25 
F BROKHYR 
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HIGH KAHL 


To be named the High Kühl of an entire Kindred is both a 
tremendous honour ond an awesome responsibility. These. 
heroes act as the ultimate military commander of their 
Kinkost, instructing their subordinate Ка as the final 
word in grand strategy, and the figurehead of the Votannic 
Council. For their peers ~ and the wider Hearthspake - to 
elect a High Kahl, the incumbent must be more than just a 
tremendously capable warrior and indomitable battlefield 
leader. They must also demonstrate their cool head for 
strategic command over planet-wide = or even system-wide 
= theatres, and their merciless mastery of the cruel calculus 
of war. It is said that one should never expect compassion 
from the High Kahl, but always sense and surety 


ABILITIES 


A HiGH Кн model gains the following abilities: 


High Kahl: In your Command phase, select one friendly 
LEAGUE» CORE or «LEAGUE? CHARACTER unit within 6" of. 
this model. Until the start of your next Command phase, 
each time a model in that unit makes an attack, you can 

re-roll the hit roll 


А HIGH Kîn is excluded from ће Hero of the Oathband 
ability rule (pg 49). This means a Detachment can include 
both one Нісн KAML unit and one other KHL unit. 


Ancestral Judgement 
Eficient Exemplar: Fach time a Hien KANL model 
destroys an enemy unit, if that unit had 1 or more 
Judgement tokens (pg 86), you can select one enemy unit 
that is visible to this model. If you do so, that unit gains 1 
Judgement token. 


WARLORD TRAIT 

You can give a Нісн Kin model the Experienced 
Eye Warlord Trait instead of giving them another. 
Warlord Trait 


Experienced Eye 
This old warrior has fought in countless wars, and has 
witnessed first-hand much of the worst the galaxy has to 
offer. They can appraise the battlefield situation at a glan 
and from bitter experience can select priority targets with 


In each of your Command phases, this WARLORD can use. 
their Grim Efficiency ability (pg 88-89) one additional 
time, but only an enemy unit that has not 
already been selected for this ability during this phase. 


E. 
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LORD GRIMNYR 


The mechanism by which a Kindred’ Grimnyr choose 
their ultimate representative is unknown outside of their 
enigmatic circles. Yet all Kin know what this venerated 
figure embodies: wisdom, guidance and insight. Within the 
Votannic Council, the Lord Grimnyr is held to be the voice 
of the Ancestors themselves, as well as а walking conduit 
Jor both their lore and their gestalt might. Nor is this role 

а purely ceremonial or advisory one. It is incumbent upon 
the Lord Grimnyr to walk the battlefield as the eyes and. 
ears and voice of the Votann, dispensing wisdom to friends 
and allies, even as they unleash the wrath of the glowering 
Ancestors upon the enemies of their Kindred. 


ABILITIES 


A LORD GRiMNYR model gains the following abilities: 


Lord Grimnyr: This model can attempt to manifest one 
additional psychic power in each of your Psychic phases. 


Ancestral Judgement 
Anger of the Ancestors: Each time a LORD GRIMKYR 
model attempts to manifest a psychic power from the 
Skeinwrought discipline, if there are any enemy units 
within 18" of this Loro GRIMNYR model with 1 or more 
Judgement tokens (pg 86), add 1 to that Psychic test. 


WARLORD TRAIT 

You can give a Loro Бини model the Ancestral 
Power Warlord Trait instead of giving them another 
Warlord Trait. 


Ancestral Power 

This old and wisened soul has communed with the Votann 
‘for countless years. They have gleaned many incredible 
secrets and interpreted great truths in their time, and have 
immense skill in wielding the psycho-activated barrier 
technologies that are their birthright 


‘Add 6 to the range of psychic powers from the 
Skeinwrought discipline that are manifested by 
this Wantono. 


BROKHYR FORGE-MASTER 


‘To become their Kindred’ Forge-master, a Brókhyr. 
must prove not only their pre-eminence at the crafting 

of technological marvels, but also in overseeing their 
deployment It is their duty to fashion the tools of war that 
will be wielded by their Kindred’ greatest heroes in the 
coming conflict, themselves included. They must further 
embody the fury of the Forge upon the battlefield, providing 
wise counsel on everything from siegecraft to feld-repair, 
even as they blast and bludgeon their enemies to ruin. 


ABILITIES 
А BRÖKHYR FORGE-MASTER model gains the 
following abilities: 


Brokhyr Forge-master: Once per battle round, if this 
‘model is on the battlefield when you use а Votann. 
Wargear Stratagem, if the unit selected to use that 
Stratagem is a friendly «League» unit within 6" of this 
BROKHYR FORGE-MASTER, reduce the CP cost of that 
Stratagem by ICP. Note that the CP cost is only reduced 
by ICP for that use of the Stratagem, any Future usages of 
it cost the normal amount of 


Ancestral Judgement 
Forge-master’s Eye: Each time a BROKHYR FORGE-MASTER 
model makes an attack, on an unmodified wound roll o 6, 
ifthe target of that attack has 1 or more Judgement tokens 
(pg 86), that attack inflicts number of mortal wounds on 
the target equal to the damage characteristic of that attack, 
and the attack sequence ends. Ifa BROKHYR FORGE-MASTER 
model makes an attack with a beam weapon. this ability 
also applies to any intervening units that are ‘hit by that 
beam that have 1 or more judgement tokens. 


WARLORD TRAIT 

You can give a BROKHYR FoRGE-MASTER model the Master 
Armourer Warlord Trait instead of giving them another 
Warlord Trait. 


Master Armourer 

This Brókhyr is a true crafisman, and their experience in 
executing battlefield repairs is second to none. Vehicle crews 
are much assured when this trusted old hand is on standby, 
even believing their touch to bestow good fortune. 


+ Each time this анион repairs a model using its 
Brókhyrs Guild ability (pg 92), the model being 
repaired regains up to 3 lost wounds instead of D3 
(the model being repaired regains up to 4 lost wounds 
instead while this BROKHYR FORGE-MASTER’s unit 
includes 1 or more E-C06 models, as described in the 
E-COG Support ability, page 92). 

Once per battle round, when a saving throw is failed 
for a friendly «League» Ventcte or «League» Exo- 
FRAME model that is within 6” of this WARLORD, this 
Warton can use this trait. When it does so, the 
Damage characteristic of that attack is changed to 0. 
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RELICS 


YE your army is led by a VoraNn WRLORD, you car 
mustering your army, give one ofthe following Ancestral 
Relics to a VoTaNN CHARACTER model from your army. Named 
characters and IRONKIN Assistant models cannot be given any of 
the following Relics, 


when 


When a model from your army is given an Ancestral Re 
replace all instances of the <Leacue> keyword in that Relics 
rules (if ny) with the name of the League that your model 
is from. 


Note that some Relics replace one of the model’ existing items 
of wargear. Where this is the case, you must, if you are using 
points values, still pay the'cost of the wargeat that is being 
replaced. Write down any Ancestral Relics your models have on 
yourarmy roster. 


AKTOL'S FORTRESS 

This armour crest was the lifes work of the blind Brokhyr Aktôl 
Vatyk. Painstakingly wrought using conflicting harmonic abrasion 
Jiclds rather than hammer blows, and shot through with a core 
ofhyperdense stelanictite, the crest projects a complex gravitic 
repulsion field that can be directed by the bearer against their foe 
Bludgeoned and restrained by clashing grav-saves, the enemy is 
held at bay long enough for the crests bearer and their comrades 
to press forward and lay them low. 


нешо Crest model only. At the start of the Fight phase, you can 
select one enemy unit within 3" ofthe bearer. That unit is not 
eligible to fight this phase until after all eligible units from your 
army have done so. 


ANCESTRAL CREST 

‘This crest is inscribed with the runes of the great Ancestor Cores, 
and it is only bestowed in times of great need to a legendary 
warrior whose skills have been proven in a hundred battles. It is 
said that the crest acts like a mobile Fane, a node through which 
the wisdom and gestalt power of the Votann flows: It is a great 
honour and responsibility to bring such an artefact to war, and 
should the bearer fall in battle, it is said the Votann themselves 
will wreak their vengeance upon the foc. 


= Once per battle, if the bearer is selected to use an Epic Deed 
Stratagem, that Stratagem costs 0 Command points, 

+ Once per battle, after making a hit roll, wound roll or saving 
throw for the bearer, you can change the result of that rll to a 
6. For any rules purpose, this counts as an unmodified 6. 

+ Ian enemy unit destroys the bearer, roll one D6 at the end 
ofthe phase: on а 2-5 that enemy unit suffers D3 mortal 
wounds; on a 6, that enemy unit suffers 3 mortal wounds. 


EXACTOR 

This potent hammer was fashioned for High Kahl Yundk 
Orkhunter by the notoriously irascible craftsman Krynn the 
Furious. Exactor requires its wielder to swing it at precisely 
the correct angle in order to get the best from the weapon = а 
testament to Krynn legendarily high expectations of all those 
around him. However, when it impacts correctly, Exactor 
unleashes a devastating shock wave of power that not even the 
most formidable foes can survive. 


Model with a mass hammer only. This Relic replaces a mass 
hammer and has the following profile 


WEAPON RANGE TYPE S AM D 
Exactor Melee — Melee x» 3 03 
Abilities: Each time an attack is made with this weapon, onan 


unmodified hit roll of the target suffers D3«3 mortal wounds and the 
attack sequence ends. 


THE FIRST KNIFE 
Almost every Kühl and Grimnyr carries with them a plasma knife. 
These are badges of high ofice, denoting that the individual speaks 
with the authority оў the Ancestors, They are typically ceremonial 
= rarely used in combat unless as a weapon of last resort The First 
however, is of particular cultural significance and greater 
ofensive use. It is believed to have been crafted by the Vatan 
themselves during the days before the Kin came to the galactic 
соге. Containing a unique power source and worked with script 
so ancient that no Kin can read it, this blade can be triggered to 
Project a beam of laser energy that scythes through the victim 
at point-blank range. More than one ambushing foe or double- 
crossing faux ambassador has discovered, to their cost, just how 
deadly The First Knife can be. 


Кїн or Grimnyr model only. Each time the bearer fights, it can 
make 1 additional attack using the close combat weapon profile 
(see the Warhammer 40,000 Core Book). If that attack scores 

а hit, the target suffers D3 mortal wounds plus 1 additional 
mortal wound for each Judgement token (pg 86) the target unit 
has, and the attack sequence ends. 


and trammelled within knotwerk energy fields. Whether this is 
Some boast of the Brókhyr, or how such immense energies could 
be contained and channelled, is unclear, but the puissant fury of 
Fláyre cannot be denied. The axes plasma blade burns so bright 
that it is painful to look upon as it streaks through the air. Iti as 
swift and deadly as an unleashed star-storm, and leaves nought 
but charred enemy corpses in its wielders wake. 


Model equipped with a forgewrought plas 
"This Relic replaces a forgewrought plasma axe and has the 
following profile: 


WEAPON RANGE TYPE S a D 


"This remarkable axe is said to contain the bound fury of a colossal 
solar flare, syphoned from amidst the nuclear fury of a raging star 


Flayre Melee Meee е з 2 
Abilities: Each time the bearer fights, i makes 3 additional attacks 


With this weapon. 


WAYFARER'S GRACE 

This one-of-a-kind void suit was crafted for the famed Hernkyn 
‘adverturer Simmka Farstryd as thanks for her saving the Hold 
‘world of НуудЁ$ Kindred. Incorporating ancient technological 
secrets interpreted from Votannic lore, Wayfarer’ Grace acts as a 
life support system for its wearer. Monitoring their vital statistics 
Constantly, the suit provides medical support and can even restart 
its wearer’ stopped heart in extremis. 


+ At the start of each of your Command phases, the bearer 
regains 1 lost wound, 

+ The first time the bearer is destroyed, you can choose to 
use this Relic instead of using any rules that are triggered 
‘when that model is destroyed. Ifyou do so, roll one D6 at 
the end of the phase; on a 3+, set that model back up on the 
battlefield as close as possible to where they were destroyed, 
and not in Engagement Range of any enemy models, with D3 
wounds remaining 


THE GREY CREST 


“This cunningly wrought armour crest contains helical circuit 


threads believed to have been traded from a mysterious alien race, 


long since lost to the darkness between the stars. It projects a veil 
of obfuscatory energies able to fool both organic and artificial 
targeting senses, and conceal the bearer from the enemy’ sights. 


нео Сяєѕт model only. 


+ Ifthe bearer is a CHARACTER model, each time an attack is 
made against the bearers unit, subtract 1 from that attack 
hit roll. 

+ Ifthe bearer is not  CHaRacTER model, each time an attack is 
Made against the bearer’ unit, if the attacker is more than 12 

away, subtract 1 from that attacks hit roll. 


GRUDGE'S END 

Manufactured over three centuries by a dedicated team of Brokh 
and Ironkin savants, Grudge% End is not one single object. Rather, 
itis an entire suite of conjoined adaptor modules which can auto: 
adjust to integrate themselves with any forgewrought boli weapon. 
Introducing intelligent ballistic calibrators, a hypermunition 
micro-factory and a bewildering host of additional one-off 
augmentations, Grudge’ Ead transforms the host weapon into 

а fool that will indeed bring about the fatal demise of many a 
loathed nemesis of the Kin. 


Model equipped with a bolt weapon (pg 100) only. When you 
give a model this Relic, select one bolt weapon that model is 
equipped with. 


+ That weapon is considered to be a Relic for all rules purposes. 

+ The Damage characteristic of that weapon is increased by 1. 

+ The Armour Penetration characteristic of that weapon is 
improved by 1. 

^ Each time an attack made by this weapon hits a unit that has 
1 ог тоге Judgement tokens (pg 86), that attack automatically 
wounds the target. 


WARPESTRYK 
Hailed as the physical proof of Kin technological superiority, 
this incredible armour crest nonetheless has a somewhat dark 
reputation. None knows who fashioned it, how or when, and all 
attempts to replicate Warpestryk have seen ill fate befall those 
who tried. Nonetheless, the crest allows its bearer to step between 
realspace and the warp almost at will crossing the battlefield in a 
series of flickering strides. Moreover, is mysterious inner workings 
project a directed field of intermingled energistic and empyric 
interference, which fouls nearby enemy communications and 
seems to jam all attempts to gain a teleport fix within proximity 
to Wárpestryk. 


Teteponration model only. 


+ Each time the bearer makes a Normal Move, Advances, Falls 
Back or makes a charge move, until that move is finished, it 
сап move horizontally through models and terrain features (it 
cannot finish a move on top of another model, or its Базе). 

+ Once per battle, when you use the Site-to-Site Transport 
Stratagem (pg 61), if you select ће bearer’s unit for that 
Stratagem, it costs OCP. 

+ Enemy units that are set up on the battlefield as 
Reinforcements cannot be set up within 12" of this 
models unit 


THE HEARTHFIST 

This gauntlet contains a thermoreactve plasma core of unique 
design. When clenched into а fist, it begins to blaze with what is 
said to be the raw and furious fire of the Hearth itself. Each blow 
from the Hearthfist discharges furious blasts of plasmic energy 
that scorch and disintegrate, and it is said that those foes marked 
for death by the Ancestors fel the burning wrath of the Hearth 
worst ofall. 


Model equipped with a mass gauntlet or concussion gauntlet 
only, This Relic replaces a mass gauntlet or concussion gauntlet 
and has the following profile: 


WEAPON RANGE TYPE s 


The Hearthist Melee # ж з 


Abilities: Each time an attack made by this weapon is allocated to 
model ina unit that has 1 or more Judgement tokens [pg 86], that 
attack has а Damage characteristic of 4. 


Melee 


THE MURMURING STAVE 
The psychocircuitry embedded within this ancient stave is of 

a unique design that enables the wielder to better access their 
otherworldly powers. Along with the Bade of the Ancestors, it 

is said to be one of only two weapons ever fashioned through 
immaculate forging by the Votan themselves, though prophecy 
speaks оја third still to be wrought. It said that a suitably. 
talented Grimnyr who holds this stave hears the faint voices of 
the Votan themselves in his or her mind, and can interface with 
them and gain their guidance at will. 


бтмнүн model only. 


+ The bearer knows one additional psychic power from the 
Skeinvrought discipline (pg 69). 

+ In your Psychic phase, if the bearer attempts to perform. 
a psychic action, it can then still attempt to manifest one 
psychic power. 


graviti tsunamis ofthe Туйш Chater Nome dien 
Skorvexi = this substance nonetheless serves as both a pe 

insulator and phenomenally resilient, lightweight armour alloy, 
Only once has enough thyrikite been harvested to fashion an 
entire suit of void armour, but that suit remains a precious relic of 
the Leagues of Votann to this day. 


‘This Relic cannot be taken by Exo-armour models. 


+ Add 1 to armour saving throws made for the bearer. 
* Add 1 to the bearer's Wounds characteristic 


VOLUMM'S MASTER ARTIFICE 

‘The name Volumm is spoken with deep respect within Forges 
throughout the Leagues of Votann, for few Brókhyr have ever 
surpassed her achievements. Her trusted rifle = reverently cared 
{for over thousands of years - continues to be the finest example 

of hand-held graviton technology the Kin posses, able to project 

and maintain beams of ravening power instead of firing regular 

pulsed blasts. 


SIINYAWYY 


Model equipped with a graviton rifle only. This Relic replaces a 
graviton rifle and has the following profile: 

WEAPON RANGE TYPE S AP D 
VelummsMasterAmfice 18° HunR3 5 3 2 


Abilities: Beam (pg 87). Each time an attack made with this weapon 
is allocated to a model with a Save characteristic of 3+ or bettes that 
attack has a Damage characteristic of 3. 


YMMÁ'S SHIELD 

It is said that the ore used in the forging of this remarkable shield. — 
was brought across the gulfs of space aboard the first lets of the | 
Kin. Nothing like it has been seen before or since, though the 
have searched tirelessly for fresh deposits of what appears to be | 
nigh on invulnerable substance. It fell to the venerated Brókiyr 
Үтта the Sure to fashion the unique deposit into а RAM shield 
of unsurpassed resilience and perfect balance. Foes who азый, 
the bearer of Ymmás Shield prove themselves doubly foolish nok 
only are their efforts futile against the unbreakable bulwark of 
the shield itself, but striking this beloved relic in anger is a mortal 
insult to the entire Kin species, One who dares land such a low 
is rarely permitted to keep breathing long enough to aim for 

a second. 


ення Снамтон model only. Once per battle round, when a 
saving throw is failed for the bearer, the bearer can use this 
Relic, When it does so, the Damage characteristic of that attack 
is changed to 0. Each time the bearer uses this Relic, roll one Dé: 
on a 5+, if every model from your army has the VOTANM keyword 
and is from the same League (excluding UNALIGNED units) the 
‘unit that made that attack gains 1 Judgement token (pg 86). 


WARLORD TRAITS 


Ifa VOTANN CHARACTER model is your WARLORO, you can use the Votann Warlord Traits table below 
todetermine what Warlord Trait they have. You can either roll one D6 to randomly generate one, or 
you can select one. IRONKIN ASSISTANT models can never be given a Warlord Trait 


When you have determined a Warlord Trait for a Vorann CHARACTER model, replace all instances of 
the eLeaue> keyword in their Warlord Trait (if any) with the name of the League that your model 


1. ANCESTRAL BEARING 
This warlord carries themselves like the Ancestors 
of aeons past and commands much respect 
amongst the Kin. 


+ Each time this WARLORD uses an abili 
your Command phase that specifies а range, 
you can add 3° to the range of that ability (to 
à maximum of 12’) 

+ Add 3" to the range of this WaRLoRo’s Aura 
abilities (to a maximum of 12). 


2. WARRIOR LORD 

This warlord is a supremely skilled combatant. No 
axe blow or sword strike they make is wasted 
when they put an enemy down, it stays down, 


+ Each time this WARLORD makes a melee attack, 
you can re-roll the wound гой. 

+ Each time a melee attack made by this 
NARLORD is allocated to an enemy model, that 
enemy model cannot use any rules to ignore 
the wounds it loses, 


3. ALONG LIST 

This warlord holds the majority of the galaxy 
races in contempt, and seeks out their many 
nemeses with a keen and inescapable eye. No 
sooner have they settled a Grudge against one foe 
than they move to the next name on their list. 


* Each time this WanLonD makes a ranged. 
attack, the target does not receive the benefits 
of Light Cover against that attack. 

+ Each time you select a target for this 
WARLORD ranged weapons, you can ignore 
the Look Out, Sir rule for any unit that has 
‘one or more Judgement tokens (pg 86). 

+ Atthe end of each pha: 
with Judgement tokens were destroyed 
during that phase by a «LeAGuz» unit from 
your army, select one enemy unit that is 
visible to this WARLORD; that unit gains 1 
Judgement token. 


ifany enemy units 


IjÛrnar тне DestineD gains a Warlord Т 


NAMED CHARACTERS AND WARLORD TRAITS 


i, he gains both the Ancestr 


4. GUILD AFFILIATE 

This warlord is always оп the lookout for valuable 
resources and sites to claim for their Kindred’ 
ever-acquistive Guild 


In your Command phase, you can select one 
friendly <Leacue> Cone unit within 6' of this 
лоп. Until the start of your next Command 
phase, that unit has the Objective Secured ability 
(see the Warhammer 40,000 Core Book). Ifa 
‘model in that unit already has this ability, that 
‘model counts as one additional model when 
determining control of an objective marker, 


5. UNRELENTING TOIL (AURA) 

This warlord is a tireless exemplar. They inspire 
similar dedication in their warriors, who redouble 
their efforts in this warlords presence. 


While a friendly <Leacue> Core unit that 

is performing an action is within 6” of this 
WARLORD, that unit can shoot without that 
action failing. 


6. GRIM DEMEANOUR (AURA) 

This warlords grim countenance is legendary, and 
they are rumoured to have never smiled. 
demeanour is, of course, an outward sign of how 
seriously this warlord undertakes their solemn 
tasks, and under their stern gaze no Kin will be 
found wanting 


uch a 


While а friendly <Leaue> Core unit is within 6 
of this Маково: 


* "That unit can ignore any or all modifiers to its 
Léadership characteristic 

+ Each time а Combat Attrition test is taken for 
that unit, you can ignore any or all modifiers, 


d Experienced 


SKEINWROUGHT DISCIPLINE 


Before the battle, generate the psychic powers for PsvkER models from you 
her roll one D6 to generate each power randomly (re-rolling duplicate results) or you 


discipline using the table below. You can 
сап select which powers the psyker knows . 


rmy that know powers from the Skeinwrought 


When a PsykER unit from your army manifests a psychic power from this discipline, replace all instances of the <Leacue> keyword. 
оп that psychic power (if any) with the name of the League that your PSvke is from. 


1. INTERFACE ECHO 

The Grimnyr draws empyrically archived Votannic wisdom from. 
within ward-tech augmetic neural buffers, and uses it to inform 
their comrades battle plan. 


Blessing: Interface Echo has а warp charge value of 5. 1f 
‘manifested, you gain 1 Command point. The limit of gaining 
or refunding ICP per battle round does not apply to any 
‘Command points gained via this psychic power. 


2. FORTIFY 
The Kin have а natural belie in their own indomitable fortitude. 
Employing controlled empyric energies, he Grimnyr causes these 
beliefs to manifest as temporary physical enhancement. 


Blessing: Fortify has a warp charge value of 6. If manifested, 
select one friendly «LEAGUE» CORE or «LEAGUE» CHARACTER 
unit within 12" of this PsvxeR. Until the start of your next. 
Psychic phase: 


‘+ Add 1 to the Toughness characteristic of models in that unit. 
= Roll one D6 each time a model in that unit loses a wound: on 
26, that wound is not lost. 


3. ANCESTRAL WRATH 

Channelling the grim hatred that all Kin believe the Ancestors 
hold for their foes, the Grimnyr transmutes it into furious 
destructive energies. White fire leaps from their eyes, 

their fingertips and their open mouth, blasting the foe to 
scattered ashes. 


Witchfire: Ancestral Wrath has a warp charge value of 6. If 
manifested, select one enemy unit within 18° of and visible 

to this PsvxeR and roll 3 dice. If that enemy unit contains 11 
‘or more models, roll 6 dice instead. In either case, add 1 to 
‘each result if that enemy unit has 1 or more Judgement tokens 
(pg 86) oh it. For each roll of 4+, that enemy unit suffers 1 
mortal woand. 


4. GRUDGEPYRE 

Harnessing the Kins gestalt hatred for а begrudged foe, the 
Grimnyr engulfs their victim in a pillar of flame that scours them 
from existence. 


Witchfire: Grudgepyre has a warp charge value of 4. 1f 
manifested, select one enemy unit that is not a VEHICLE, MONSTER 
or CHARACTER within 187 of and visible to this PSyKER. Roll 

2D6 and add the number of Judgement tokens (pg 86) that are 
nest to that unit to the result if the result is greater than the 
unmodified Leadership characteristic ofthat unit, one model 
selected by your opponent in that unit is destroyed. 


5. NULL VORTEX 

Unleashing the full contra-empyric power of their barrier tec, the 
Grimnyr projects a null-probabilty field that causes enemy force 
shields to flicker and die, and even the most agile foes to fumble 
weakly in their efforts to evade harm. 


Malediction: Null Vortex hasa warp charge value of 8. If 
manifested, select one enemy unit within 127 of this PSYKER. 
Until the start of your next Psychic phase, models in that unit 
cannot use any invulnerable saves. 


6. CRUSHING CONTEMPT 

The glowering stare of the Grimnyr bores into the enemy, its 
manifest disdain and anger intensifying by the moment until they 
feel its weight as a physical force, It causes them to stagger and 
strain simply to keep from collapsing altogether. 


Malediction: Crushing Contempt has a warp charge value of 6. 
YE manifested, select one enemy unit within 18" of this PSYKER. 
Roll 306: 


+ Ifthe result is greater than or equal to the Leadership. 
characteristic of that enemy unit, until the start of your next 
psychic phase, that unit cannot perform actions (if that unit is 
currently performing an action, it immediately fails). 

+ Ifthe result is greater than the Leadership characteristic of 
that enemy unit, until the start of your next psychic phase, 
each time a model in that unit makes an attack, subtract 1 
from that attack’ hit roll. 
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SST OTU 


NO MERCY, NO RESPITE 


THE ANCESTORS ARE WATCHING 


‘CHAPTER APPROVED RULES 


Ifevery model from your army has the Voranw keyword (excluding models with the UnaLiGNeD keyword), you can, if you are playing 
‘a matched play battle that instructs you to select secondary objectives (eg. a mis 
Warhammer 40,000 Core Book), select one of them to be from the VoTANN secondary objectives listed below, 


n from the Eternal War mission pack in the 


Like all other secondary objectives, each of the secondary objectives listed below has a category and they follow all the normal rules 
for secondary objectives (for example, when you select secondary objectives, you cannot choose more than one from each category, 
you can score no more than 15 victory points from each secondary objective you select during the mission еіс). 


SHADOW OPERATIONS 


PROSPECTS OF WEALTH 


Progressive Objective 


` Tle Kin prioritise the destruction of those foes judged wanting by 
the better to live up to those ancients expectations 


S31NY А ОЗНЭІУИ 


| emy units that had 1 or more Judgement tokens (pg 86) 

T was destroyed by a VorANN unit from your army during that 
phase. Score an additional 1 victory point for each of those 
enemy units that had 3 or more Judgement tokens when it was 
destroyed. At the end of the battle, reduce the number of victory 
points you have earned from this secondary objective by 1 (to 
а minimum of 0) for each unit that is on the battlefield (or that 
is embarked on a TRANSPORT that is itself on the battlefield) that 

Judgement tokens. 


PURGE THE ENEMY 


` ` GRUDGE MATCH 
End Game Objective 


On occasion, the Kin develop such a Grudge that the elimination 
of certain enemies becomes all-consuming, whether И is efficient to 
issu such vendettas or not, 


LM you select this objective, then before the battle, you must 
identify five units from your opponents army, one of which 
must be the enemy's WARLORD, and make a note of them on your. 
army roster. If your opponents army has five or fewer units, 
then you instead identify all the units in your opponent's army. 


At theend of the battle, for each of the identified units that was 
destroyed by a Voraw unit from your army, you score I victory 
point. If that unit had a points cost of 150 or more, you score 1 
‘additional victory point, and/or if that unit was destroyed by a 
flee attack, you score 1 additional victory point (for a maximum 
ЁЗ victory points per unit). А units points value includes the 


At the end of the battle, reduce the number of victory points you 
have earned from this secondary objective by 1 (to a minimum. 
ОГО) for each of the identified units that has not been destroyed. 
it splits into several smaller units during a battle, all of 
pirate units (excluding Овоме units) must be destroyed 
ad ofthe battle for the unit to be counted as being. 


Progressive and End Game Objective 
‘The Kindreds of the Leagues of Votann are ever on the hunt for 
new sources of material wealth to strengthen their society 


If you select this objective, then VoTANN INFANTRY and VOTANN 
BIKER units from your army can attempt the following action: 


Prospect (Action): One VOTANN INFANTRY or VOTANN BIKER unit 
from your army can start to perform this action at the end of 
your Movement phase ift is in range of an objective marker 
that is not within your deployment zone and has not already 
been prospected by your army. A unit cannot start this action 
while there are any enemy units (excluding AIRCRAFT units) in 
range of the same objective marker. The action is completed at. 
the end of the turn. If completed, that objective marker is said to 
have been prospected by your army and you must roll one D6, 
adding 1 to the result ifthe unit that completed the action has 
the Scannen keyword: ona 6+, that objective marker isa Rich 
Deposits objective marker. 


Each time a unit from your army completes this action, you 
score 3 victory points. At the end of the battle, if you control 
‘one or more Rich Deposits markers, you score an additional 3 
victory points. 


BATTLEFIELD SUPREMACY 


LAY CLAIM 
End Game Objective 


Having identified rare and valuable resources amidst the ruin of 
battle, the Kin move swifily to secure them against the foe. 


If you selected this secondary objective, then during the Resolve. 
Pre-battle Abilities step, your opponent must set up 3 objective 
‘markers anywhere on the ground level of the battlefield that is 
not within 6 of their own deployment zone or any battlefield 
edge, and not within 9" of each other. They cannot be set up 

on terrain features with the Unstable Position terrain trait. If 
itis impossible to set up an objective marker, it is not set up. 
Each represents Precious Resources, but does not count as an. 
objective marker for any rules purposes other than for this 
secondary objective. At the end of the battle, you score 5 victory 
points for each of your Precious Resources objective markers 
that you control 


If you wish to generate a name for your Kin warriors, you can roll a 056 and consult the 
appropriate tables below, or simply pick any combination that feels appropriate, To roll 


a D66, roll two D6, one after the other — the first represents tens, the second represents 


digits, giving you a result between 11 and 66. 

MALE NAMES FEMALE NAMES 
D56 GIVENNAME _ [65 CHOSENNAME D66 GIVEN NAME D66 CHOSEN NAME 
11 Kory її тшк 11 Pokhamm 11 Anhad 
12 Krynn 12 Gråt 12 Ymmà 12 Hori 
їз бюл 13 Hypêk 13 Kir 13 Rênsa 
14 чём 1# Tanna 14 Wnm 14 Pina 
15 икат 15 Көп 15 Ува 18 ras 
18  Nàrumn 16  Hegém 18. Ёа 16 Emangr 
21 нак 21 Ymk 21 бетт 21 мут 
22 үйк 22 Conglahr 22 пені 22 Con 
2з Yahp 2з iran 23 Wa 23 Sara 
24 тек 24 Regul 24 Maym 24 бәш 
25 Vann 25 Sbldyk 25 бтк 25  Skareveng 
28 Okhav 26 Hyrthka 26 Ryk 28 Këynshot 
31 Hetunn 3: Farstrydd 31 Simia 31 Stirmm 
32 лк 32 DH 32 бу 32. рк 
33 Yüka 33 Chun» зз Haluk 33 Буре 
34 ру за Gylor 34 Väkra зд Vydsthe 
35 ук 35 иик 35 куй 35 Wolbrokke 
Е 36 Rokhewyr 36 Wh 36 Nytgiard 
4i ока КЕЛ) 41 Kimm КЕЛ 
32 Won 42 lynwerke 42 ijs зг Hang 
КЕ аз Thondryk 43 Àmmuk аз Blohdiye 
44 муак да Sij 44 Hédkha 44 seyr 
45 Drokn 45  Skeyfur 45 Каут 45  lymstide 
46 Okyp 46. Warspeke 46 Tyke 48  Deuprikh 
51 Onnvyr 51 Vétk 51 Рашк Si  Faenwéght 
52 Kotak 52 Кип 52 dmi 52 Ansty: 
53. Adunn 53 Giard 53 Pémm 53. зун 
54 Hur 54 Keen Eye 54 Wik 54 Fist 
55 ал 55 Smyk 55 Viya 55 Beast Slayer 
56 Têk S6 Star Seeker 56 Ey 56 Ork Bane 
Бі та 61 theWise G1 Vémmha 61 the Stoic 
62 Ynnok 82 the Unbroken 82 РӘК 82 the Skiled 
53 Hêvyr 5З theStem 63 Ymme 53 theStong 
64 Pyok 64 the Lucky 54. [һар 64 the Intrepid 
85 Pünnsk 85 the Swift 55 Мётт 55  theUnjelding 
55 kol 56 the Strong ББ Кута 66 the Fierce 
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KIN NAMING 
CONVENTIONS. 

Each Kin has a first - gi 

name, and a second - chosen 

= name. The given name 

is assigned by the Votann, 
appearing in a small slot in that. 
Kins crucible in the moments 
before their emergence. A given. 
name cannot be changed, for it 
is the will ofthe Ancestors and 
to cast it aside would be deeply 
disrespectful Only Ironkin 

are permitted to choose their 
own given names, selecting 
whichever male or female name 
they most like the fit of. 

Yet the Kin area clone soci 
In such a system, individual 

is much prized, as is the 

sense that each Kin has some 
control over their own destiny. 
‘Thus, in most cases, a Kin 
chosen nameis something 

they select themselves and are 
free to change at will. It may 
incorporate some component 
of their Kindred name, their 
Holds or their Leagues, should 
the Kin wish to express their 
pride in the institutions they 
belong to or their family names 
= chosen names such as Thuûrk 
ог Hori are common amongst 


for 
names reflecta societal role, or a 
particular talent that a Kin feels 
defines them. Amongst soldiers 
of the Kinhosts, chosen names 
like Kéynshotand Thûndryk 
see regular use, while Cthonian 
Guilds are full of names like 
Délvyr and Stringyrm. There 
are also instances where new, 
more descriptive chosen names 
are ascribed to Kin as a mark of 
respect by their fellows, which. 
can be anything from ‘Ork 

Bane to ‘the Lucky: Some Kin 
accumulate several but will 
always choose one to be their 
true chosen mme, 


Sa31nu aavsnu3 


CRUSADE RULES 


In this section you'll find additional rules for playing Crusade battles with the Leagues of Votan, such as 
Agendas, Requisitions, Battle Traits and Crusade Relics that аге bespoke to VOTANN units. You can find out 


more about Crusade ап 


This section contains the following additional rules 


GRUDGES 

The Kin have a tendency to develop Grudges towards those. 
who cause them severe loss. Their resentment can become an 
‘obsessive blind spot as they expend every effort to settle their 
debts on the battlefield and gain justice. The rules presented on 
page 73 represent the Grudges that Үотанн units harbour for 
their hated foes, and the bonuses and drawbacks entailed. 


KINDRED ACQUISITIONS 


The Kin maintain a frontiersmen, survivalist attitude to their 


nce in the galaxy: They must continually look to reclaim 
precious resources for their Kindred if they 

expand their territory further. On pages 74-77, you will find 
rules to represent the Leagues of Votannis hoarding nature, 


to thrive and 


detailing how to gain a number of resources, and how to spend. 
them to acquire and upgrade Kindred Assets - each of which 
will grant your Crusade force a special ability 


AGENDAS 

ЧУотанк units can attempt to achieve unique Agendas in Crusade 
battles, which can be found on page 78. These Agendas reflect 
the unique goals of Votann armies on the battlefield, and help 
to reflect their particular approach to warfare. You can find out 
more about Agendas in Crusade mission packs, such as that 
presented in the Warhammer 40,000 Core Book. 


REQUISITIONS 

Leagues of Votann armies have access to a number of additional 
Requisitions, suited to their methods for waging war. You can 
find these on page 79. 


THEIR 
HEARTH 


s in the Warhammer 40,000 Core Book. 


BATTLE TRAITS 
VorANN units can be give 
оп pages 80-81 as the 
your Crusade force, These help to better reflect the unique 


one of the Battle Traits presented 
ied in 


a experience and are prom 


"upgrades and Battle Honours that are bestowed to the warriors 
of the Leagues. 


CRUSADE RELICS 

In addition to the Crusade Relics presented in the Warhammer 
40,000 Core Book, VOTANN CHARACTER models can search for 
опе of the Crusade Relics described on page 82-83; these Relics 
are unique to the Leagues of Votann, and they are powerful 
technological marve 


SHOWCASE CRUSADE ARMY 

Оп pages 84-85 you will find James Gallagher's excellent Kronu: 
ues of Votann Crusade army, with a description 
of the force and its upgrades 


Hegemony Lea 


CRUSADE FACTION 


When you start a Crusade force, you must decide what its 
Crusade Faction will be, as described in the Warhammer 
40,000 Core Book. You can, if you wish, choose for that 
Crusade Faction to be ‘VoTann 


You can also include Votanw units in a Crusade force 
whose Crusade Faction is ‘IMPERIUM; but only 2: 
supply limit of such a Crusade force can be comprised of 
VOTANN units. 


6 ofthe 


Fighting as mercenaries alongside thebattle-brathers ofthe Blood Angels Spat арте a grim-faced band of Konus Hegemony 
Hearthkyn stand firm in the face of Hive Fleet Leviatharis bio-abominations, 


GRUDGES 


The Kin strive to keep a level head where lesser warriors would fly into fits of rage, however, there are insults and atrocities which simply 
cannot be borne, and that lead the Kin to declare a Grudge against their perpetrators. Once they have reached this point, the Kin will 
pursue their nemeses with a single-minded and reckless hatred that is frightening to behold. 


If your Crusade Faction is Vorawn, then each time a Уотанн unit 
from your Order of Battle is destroyed by an enemy unit and 
subsequently fails its Out of Action test, make a note on that 
units Crusade card of the Crusade Faction of the enemy unit 
that destroyed it. For example, if a VOTANN unit was destroyed by 
an ORKs unit in a battle and it then failed its Out of Action test, 
you would write Grudge (Ons) on its Crusade card 

While a unit has such a note on its Crusade card, it is said to be 
harbouring a Grudge against that faction (in the above example 
the Varas unit would be harbouring a Grudge against ORKS 
and if your opponents army has, for example, the ORKS 
Crusade Faction, then such a VoTANW unit would be harbouring 
a Grudge against your opponents army. 


At the start of every battle, if any отанн units in your Crusade 
army are harbouring а Grudge against your opponents army, 
the following rules apply 


+ Atthestart of the battle, after both sides have deployed, but 
before the first turn begins, you must roll a number of D6s 
equal to the number of units in your Crusade army that are 
harbouring a Grudge against your opponents army 

For each roll of 6, you can place 1 Grudge token next 

to one enemy unit that is on the battlefield. You са 
place more than 1 Grudge token next to the same unit 

if you wish, A Grudge token works exactly as if it was a 
Judgement token (pg 86), except that they are only used 

to determine what bonuses apply to an attacking models 
attacks if that attacking models unit is harbouring a 
Grudge against your opponents army. 

For each roll of 1, you must reduce your army’s number of 
Command points by 1 (to a minimum of 0). 


+ Each time a model (excluding a COG model) in a unit from 
your army makes an attack, if that unit is harbouring a 
Grudge against your opponents army: 

Ifthe target unit has 1-2 Grudge tokens, re-roll a hit roll 
ofi 

Ifthe target unit has 3 Grudge tokens, you can re-roll the 
hit roll. 


+ A unit from your army that is harbouring 
your opponent’ army: 


Grudge against 


Cannot start an action fit is within 6” of one or more 
Cannot Fall Back while it is within Engagement Range of 
one or more enemy units 


= At the end of the battle, ifa unit from your army that was 
harbouring a Grudge against your opponents army hasa 
Units destroyed during this battle’ tally of 3 ог more, unless 
the unit harbouring the Grudge was destroyed during 
the battle, its Grudge has been settled - the Grudge note 
for your opponent’ Crusade Faction is re 
Crusade card, 


red from its 


Grudge Token 
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KINDRED ACQUISITIONS 


FUNDAMENTAL RESOURCES. 

The Kin are masters of ће process of harvesting raw materials 
from the galaxy at large. They exploit sources Humanity cannot 
begin о fathom, and stockpile them against times of need. 


EEA 8 


There are four types of resources you can acquire. In addition to 
your Order of Battle, you should have a Kindred Acquisitions 
Record Sheet (see right) that you can use to keep a note of your 
Crusade forces current number of each type of resource. The 
resources you can acquire are: 


س 


Galactic Intel — ® 
Each time you play a battle, if your WARLORD was a VOTANN 


CHARACTER, you will gain resources after that battle. The type. 
of resource gained is randomly determined by rolling on the 


Raw Minerals 


Biomatter 


If your Crusade force includes any Votan units, then as you progress through your Crusade campaign, you will acquire different 
types of resources that are required by your Kindred in order to construct new assets, upgrade them or mainta 


table below. 
D6 — RESOURCE GAINED 
Raw Minerals 
Biomatter 
Energy Sources 


Galactic Intel. 
S6 Resource of your choice 


‘The amount of resource gained depends on the battle size of the. 
battle just played, as shown in the table below: 


RESOURCES GAINED 


Combat Patrol 03x10 


Incursion 06х10 | 
Strike Force. 206х10 
СТЯ 306x10 

i You can photocopy and use Kindred Acquisitions Record 


Sheets (see right) to: 


1, Write the name of your Crusade force. 
2, Keep note of the amount ofeach type of resource 
you have: 
1 | э. Esch time you acquire or upgrade a Kindred Asset, 
write down its name and Crusade Effect. If one becomes 
"inactive, make a note of that aswell. 


existing ones. 


RARE RESOURCES 
Some extremely valuable substances occur only infrequently. The 
Kin seek such resources with particular acquisitiveness. 


Rare Resources represent exotic minerals, especially valued 
materiel, experimental sources of power and extremely sensitive 
information. Each time you win a battle, after gaining resources 
from that battle (see left) гой one D6: on a 6+, you have also 
acquired one Rare Resource (roll on the table to the left to 
randomly determine what type of Rare Resource is acquired). 

Ifa rule tells you that you have acquired a rare type of resource, 
make a separate note of that on your Kindred Acquisitions. 
Record Sheet. Rare Resources are used for the completion 

of certain special projects but each time you acquire such a 
resource you can, if you choose to, convert it into 50 regular units 
of the same resources type. For example, ifa rule says you gain 1 
Rare Raw Mineral, you can either add "Rare Raw Minerals x 1' to 
your Kindred Acquisitions Record Sheet, or you can add ‘Raw 
Minerals x50' to your Kindred Acquisitions Record Sheet. 


KINDRED ASSETS 
The Kin do not simply sit upon their resources, but funnel it back 
into their civilisation, ensuring its strength ånd survival 


After you have acquired resources after a battle, you can if 
you have enough of all ofthe required resources, purchase one 
Kindred Asset from those on pages 76-77. Ifyou do so, add that 
asset’ name to your Kindred Acquisitions Record Sheet ~ you 
now gain the associated Crusade Effect for that Kindred Asset. 


Ifyou have a Rare Resource, you can instead choose to upgrade 
a Kindred Asset, but only if you already have that Kindred Asset 
оп your Kindred Acquisitions Record Sheet and only if you have 
the required Rare Resource and all the other required resources. 
for that upgrade. If you do, add a note on your Kindred 
-quisitions Record Sheet that the asset has now been upgraded 
= you now gain the associated Upgraded Crusade Effect for that 
Kindred Asset 


A Crusade force cannot have more than one of each Kindred 
Asset, and each can only be upgraded once. 


THE COST OF FAILURE 


Lost battles waste resources that could have been used by the Kin. 


After each battle, if you have four or more Kindred Assets and 
you lost the battle, you must, after acquiring resources (and 
before spending any) roll one D6. On a 1, one randomly selected 
Kindred Asset on your Kindred Acquisitions Record Sheet has 
ceased to work efficiently - either vital systems need replacing 
or key supplies are running short. Until you divert more 
resources to that Kindred Asset, you cannot use its Crusade 
Effect (including any Upgraded Crusade Effect it may have) 

ch an asset is said to be inactive, and you must make a note of 
this on your Kindred Acquisitions Record Sheet. To reactivate 
an asset, you must deduct half of the resources that were 
originally required to aquire that associated Kindred Asset from 
your Kindred Acquisitions Record Sheet. When you do so, that 
assets Crusade Effect (including any Upgraded Crusade Effect it 
has, if any) can then be used again as normal, 
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Raw Minerals x50 Energy Sourcesx50 Galactic Intelx100 


Crusade Effect 
After each battle, you gain an additional D310 Galactic Intel 


UPGRADECOST 


Energy Sources k100 Rare Galactic Intel x1 


КЕШЕДЕ] 


| Upgraded Crusade Effect 
_ Affereach battle, you can choose to remove 1 Rare Galactic Intel 
“fom uourKindred Acquisitions Record Sheet. f ou do so, select 
ne GAIR ший rom your Order fete That unis gains one 
[BPsuchicFortitude Battle Honour (see the Warhammer 40,000 
gare Book) You can only pive each utin your Crusade force one 
[Eie rontuie in mis manner. 


du unes 


SUPPLY THE GUILDS 


RawMineralsx100 — SiomatteriSO Energy Sources x50 


Crusade Effect 
TheRearm and Resupply Requisition [see the Warhammer 40,000 
Core Book) costs 0 Requisition points to use: 


UPGRADE COST 


29 RawMineralex100 Rare Energy Sources х1 


Upgraded Crusade Effect 
| ffe each baile, you can choose to remove 1 Rare Energy 
Sources from your Kindred Acquisitions Record Sheet, If yu da so, 
Selectone Votan оти отт your Order of Bartle. That unit gains 
оле Weapon Enhancement Battle Honour [see the Warhammer 
01000 Core Book]. You can only giveeach unit inyour Crusade. 
ione Weapon Enhancement inthis manner. 


ENHANCE KINDRED FLEET 


RawMinerals¥S0 BlomatterxSO Energy Sources x50 


Crusade Effect 
After each battle, you gain 


UPGRADE COST 


Energy Sources k100. Rare Raw Minerals ct. 


an additional 03x10 Energy Sources. 


Upgraded Crusade Effect 
Ae each atl, rol one ББ, adding 1 to tne esum i you won tnat 
ste. On Ss you gain Laddtional Requisition point. 


EQUIP PROSPECTS 


Raw Minerals Biomater EnergySources Galactic intel 
x50 x50 x50 50 


Crusade Effect 
Each time you roll to randomly determinê a type of resource, you 
can roll two dice and choose one ofthe results to appli 


UPGRADE COST 


Galactic Intel 00. Rare Biomanterxt 


“Upgraded Crusade Effect 
Aftereach battle, you can choose to remove 1 Rare Biomater 
"fem yourkindied Acquisitons Record Sheet. Ifyou doso, select 
one Vari CHARACTER urit from your Order of Bartle: That nit 
one Cruse Relic Bare Honour must bea Crusade Relié 5 
fiey can have) You can only give each unit ín your Crusade force. 
(Ehe Crusade Renie inthis manner 


Bigmatterx100 Energy Sources 100 RawMineralsx50 —— BiomaWerSO Galactic intel x60 


Crusade Effect 
The Fresh Recruits Requisition [see the Warhammer 40,000 Core 


Book] costs 0 Requisition points to use. 


UPGRADE COST UPGRADE COST 


fare Energy Sources xt RawMineralsx0. GalacticIntel50 —— RareBiomatterxl 


Crusade Effect 
Afteresch battle, you gain an additional D310 Raw Minerals. 


Biomasterx100 
Upgraded Crusade Effect 
‘ter each battle, you can choose to remove 1 Rare Raw Minerals 
“from your Kindred Acquisitions Record Sheet. Ifyou do so, select 
one Vorai Unit itom dour Order of Bate That unit gains one 
Baile Trait Battle Honour. Youcan only give each unit in your Order 
tentes tnter meme 


Upgraded Crusade Effect 
эсле o alla 06 to se И your Crusade force has acquired 
Fare esoutee, ad 1 tothe result 


ESTABLISH TRADE ROUTES SETTLE KINDRED COLONY 


RawMineralsxS0  BiomatterxS0 Galactic Intelx100 Raw Minerals x50  Biomatterxt00 Energy Sourcesx50. 


Crusade Effect 


Crusade Effect 
Aftereach battle, you gain additional 03x40 Blomatter 


Each tine you exchange a Rare Resource, you can either do ва for 
TB units ofthat resource’s type, or for 30 units ofa different type 


ойтезолсе. 


Faw Minerals 100 Rare Galactic intel xt Blomatterxi00 Rare Raw Minerals x 


“Upgraded Crusade Efect 
time You use the Increase Supply Limit Requisition {see 
ооа gour Crises ees ирд) 

Limtisinerebsedby 10 Power instead ofS. 


Upgraded Crusade Effect 
ar each bs when you are determining how many resources: 
are ganedby yourCrusade force, you can re-rolithe dice. 


AGENDAS 


choose more than one from each 


NO EFFORT WASTED 


gory) 


If your Crusade army includes any тани units, you can select one Agenda from the Leagues of Votann Agendas listed below: This 
is a new category of Agendas, and follows all the normal rules for Agendas (for example, when you select Agendas, you cannot 


TO SETTLE A GRUDGE 


Leagues of Votann Agenda 


“The warriors of the Kinhost bring honour to their Kindred by 
fighting in the most efficient manner possible. Trying and failing 
to destroy those units that have been specifically marked for 
destruction is a shameful waste of time and effort. 


Keep a No Waste tally for each Vorann unit from your army. 
ch time such a unit destroys an enemy unit 


КЕШЕДЕ] 


+ Ifthat enemy unit had 1 or 2 Judgement tokens (pg 86) next 
to'it, add 1 to its No Waste tally. 

+ Tf that enemy unit had 3 Judgement tokens next to it, add 2 to 
its No Waste tally. 


Atthe end of the battle, reduce every units No Waste tally by 1 
for each enemy unit that has 1 or more Judgement tokens that 
is on the battlefield, or that is embarked within a TRansroRT 
that ison the battlefield (to a minimum of 0). Each unit gains 
а number of experience points equal to its No Waste tally (to a 
maximum of 3 experience points per unit). 


PRIORITY ACQUISITION 
Leagues of Votunn Agenda 


: The Leagues of Votann are always seeking to acquire more 
supplies, from stocks of power cells and nutri packs to rare 
metallic ores and ancient salvageable technology. All of it is 
required by the Kin, and ай of it must be claimed. 


If you selected this Agenda, then after both sides have finished 
deploying, your opponent must set up one objective marker 
anywhere on the battlefield that is not within their own 
deployment zone. This objective marker represents a Priority 
‘Acquisition, but does not count as an objective marker for any 
rules purposes other than for this Agenda. VOTANN INFANTRY units 
from your army can attempt the following action 


Recover Acquisition (Action): At the end of your Movement 
phase, one VorANN INFANTRY unit from your army that is within 
37 of the Priority Acquisition objective marker can start to 
perform this action if no enemy units (excluding AIRCRAFT units) 
s are within 3” of that objective marker. The Action is completed 

atthe end of your turn. If completed, remove the Priority 
Acquistion objective marker from the battlefield. 


А unit gains 3 experience points if it completed this action. Ifa 
ünit completes this action and that unit is not destroyed at the 
tnd ofthe battle, you also gain 1 random Rare Resource (pg 74), 
and, ifthat unit is a 5саннея unit, you can re-roll the dice when 
determining what that Rare Resource is. 


Leagues of Votann Agenda 


Once the Kin have declared а Grudge against a particular foe, 
nothing will suffice short of that enemys absolute destruction. Yet 
етеп in prosecuting such vendettas, the Kin are pragmatic enough 
to learn from experience and seek wisdom to enrich the Votann in 
both the hunt for, and the saying of, their enemy. 


If you selected this Agenda, keep a Grudge Settler tally for each 
Хотанн unit from your army that is harbouring a Grudge (pg 73) 
against your opponents Crusade Faction, Add 1 to a units tally 
each time it destroys an enemy unit, and add an additional 1 to 
its tally each time it destroys an enemy unit with a melee attack. 
At the end of the battle, each unit gains a number of experience 
points equal to its Grudge Settler tally (to a maximum of 3 
experience points per unit). Ifa unit settles its Grudge during. 
this battle, it gains a bonus 3 experience points. 


ANCESTRAL REVELATION 


Leagues of Votann Agenda 


While interfacing with the Votann, Grimnyr are sometimes made 
party to fragments of revelations. Interpreted and debated at 
length, these hints often lead the Grimnyr to assemble a Prospect 
or full-blown Oathband to discover whatever wonders the 
Votan are attempting to show them. Once they have reached 
their destination, the Grimnyr uses the full power of their Embyr 
cloneskein to seek out their prize. Should they find it, then their 
discovery is declared a gift from the Ancestors. If there is nothin 

to be found, then surely some other impertinent interlopers have 
come before them and stolen away that which was rightfully the 
property of the Kin 


Ifyou selected this Agenda, select one GRIMNYR unit from your 
army. Keep a Psychic Prospecting tally for that unit. Add 1 to 
that units Psychic Prospecting tally each time it successfully 
completes the following psychic action: 


Psychic Prospecting (Psychic Action - Warp Charge 3): One 
бтмнүн unit from your army can attempt this psychic action if 
itis in your deployment zone, in your opponents deployment 
zone or is more than 6" away from either players deployment 
zone, This psychic action can only be completed once in your 
deployment zone, once in your opponents deployment sone and 
once anywhere of the battlefield that is more than 6” away from 
either player’ deployment zone. 


At the end of the battle that unit earns: 


+ 1 experience point if its Psychic Prospecting tally is 1 
+ 3 experience points if its Psychic Prospecting tally is 2 : 
+ б experience points and one Psychic Fortitude (see the 

Warhammer 40,000 Core Book) if its Psychic Prospecting 
tally is 3. 


REQUISITIONS 


If your Crusade force includes any Могами units, you can spend Requisition points (RPs) on any of the following Requisitions ia 


addition to those presented in the Warhammer 40,000 Core Book. 


GUILD PATRONAGE ARP 


AGREAT HONOUR 


It is often a good thing for individual Kin to cultivate contacts 
and friendships with representatives of various Guilds. Often such 
favourable relationships can lead to official Guild patronage, and 
all the material benefits ith i. 


Purchase this Requisition when a отни unit from your. 
Crusade force gains а rank. When you use this Requisition, 

you must deduct 50 of any one resource (Raw Minerals 
Biomater, Energy Sources or Galactic Inte) from your Kindred 
Acquisitions Record Sheet; if you cannot, then you cannot use 
this Requisition, That Уотанн unit gains 

you can immediately use the Repair and Recuperate Requisition 
‘on this unit at no additional RP cost. You cannot use this 
Requisition on the same unit more than once. 


xperience points and 


RARE ACQUISITION 18Р 


Sometimes, victory brings with it the pleasing justification 
of additional, and highly valuable, resources to add to 
Kindred stockpile, 


Purchase this Requisition at the end of a battle, Roll one D6, 
adding 3 to the result if you won that battle, and adding an. 
additional 1 to that result if there were one or more VOTANN 
Scanner units from your army on the battlefield at the end of 
that battle: on a 4+, you gain 1 random Rare Resource (pg 
опа 10,you gain 2 random Rare Resources, 


DIRECTED HATRED ARP 


Not all Grudges stem from immediate battlefield experiences. 
Should the Kin learn of suitably diabolical deeds perpetrated by 
foes elsewhere = especially against others of their Kindred - this is 
nough for a Grudge to be declared. 


Purchase this Requisition at any time. Select one Voraww unit 
from your Crusade force and select one Crusade Faction. That 
unit now harbours a Grudge against that Crusade Faction (make 
a note of ton its Crusade card, as described on page 73). 


IT'S KIN 


Should a hero of the Kin achieve suitably great deeds and 
display their capacity for shrewd strategic wisdom, they may 
be accorded the immense honour of elevation to their Kindreds 
Votannic Council 


Purchase this Requisition when a Kit, GRIMY or BRÖxKHYR 
1кон-мазтея unit from your Crusade force gains the Battle 
hardened, Heroic or Legendary rank. That unit is upgraded. 
to the Votannic Council (pg 62); increase its Power Rating 
accordingly and make a note on its Crusade card. You cannot 
purchase this Requisition if doing so would cause your total 
Power Level to exceed your Crusade forces Supply Limit. 


IMPERIAL MERCENARIES ARP 


The Kin view the act of accepting mercenary contracts with 
the Imperium as a practical means by which to gather wealth 
and intelligence 


Purchase this Requisition at the start of any battle if your 
Crusade army contains both one Уотанн Combat Patrol 
Detachment and one or more of the following units: INOUISITOR 
CHARACTER, ASTRA CARTOGRAPHICA CHARACTER Or ASTRA MILITARUM 
CHARACTER, Until the end of the battle, all Үотанн units in your 
Crusade army gain the AGENT OF THE IMPERIUM keyword. 


RETURNED TO THE ANCESTORS. 1RP 


When a great hero of the Kin is slain, nothing is wasted, least of 
all the years of experience they have accumulated. To live а long 
life full of accomplishments is to bring enrichment to the Volant 
and to become one with the Ancestors, 


Purchase this Requisition when a Уотани CHARACTER unit 
from your Crusade force that has gained at least ће Blooded 

rank gains a Battle Scar. Remove that unit from your Order of 
Battle, You immediately gain D3x10 Biomater and D3x10 Raw 
Minerals, In addition, for each Battle Honour that unit had: 


« You gain D3x10 Galactic Intel 
+ Every other VorANN unit from your Order of Battle gains 1 
experience point. 


thing it of 
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BATTLE TRAITS 


Whena Vorann unit gains a Battle Trait, you can use one of the 


tables below instead of one of the tables in the Warhammer 
40,000 Core Book to determine what Battle Trait the unit has 
gained. To do so, roll one D6 and consult the appropriate table 
to randomly determine what Battle Trait the unit gains, or 
choose a Battle Trait from the appropriate table that tells the 
best narrative for your unit. Ifa unit gains one of these Battle 
Traits, replace all instances of the «League» keyword on that 
Battle Trait (if any) with the name of the League that your unit 
is from. All the normal rules for Battle Traits apply (e.g. a unit 


cannot have the same Battle Trait more than once). As with any 


Battle Honour, make a note on the units Crusade card when it 


gains a Battle Trait and increase its Crusade points accordingly, 


as described in the Warhammer 40,000 Core Book. 


EINHYR HEARTHGUARD UNITS 


Stalwart Protectors. 
These warriors have sworn on their honour that no harm shall 
үг Peller respected elders. 
While friendly «LEAGUE» CHARACTER unitis within 3" of 
this unit, enemy models cannottargetthat CHARACTER unit 
with ranged attacks, 


Ancestral Exo-armour 
‘The suits ofarmour worn by these warriors have been. 
reverently maintained and upgraded foraeons. 
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afa mortal wound, гой опе D6: on a S+,thatwound snotlost. 


Heroes ofthe League 
Even amongst the elite warriors of the Einhyr, this band is 
5.6 noted fortheir exceptional skillin bottle. 


Each ime you use The Might of he Einhyr Stratagem [pg 58) 
and select this unit for that Stratagem, it costs OCP, 


Each time a modelin this unit would lose a wound as the result 


BRÓKHYR IRON-MASTER UNITS 


Master Salvager 
This Brükhyrwillnot rest until ther Kinhosts vehicles are 
restored to full operation. 


qp this unitis partof your Crusade army, and iit was not 
destroyed during the battle, then atthe end ofthe battle you 
сап ignore one failed Out of Acton test taken fora <LEAGUE> 
Venice unit - thattestis treatedas having been passed 
instead 


Exceptional Assistant 
This Brokhyrs assistant excels in their apprenticeship = in 
4-6 fact their skills rival those of ther master. 
* Add 2to the Attacks, Leadership and Wounds 


characteristics of this unit's IRONKIN ASSISTANT model, 


VOTANN UNITS (EXCLUDING VEHICLE UNITS) 


‘Stalwart Eficiency 
These warriors aways go the extra mile, ensuring thottheit 
allotted task is accomplished with speed ond skill 


Once per battle, in your Command phase, you can select one 
enemy uniton the battlefield that has 1 or more Judgement 
tokens (pg 86) to be this unit's‘Allotted Target’, Until the start 
of your next Command phase, each time a model (excluding 

a COG model) in this unit makes an attack againstitsAllotted 
Target, that enemy unitis considered to have 3 Judgement 
tokens when determining what bonus applies tothe attacking 
model's attacks. 


Stubborn and Unforgiving 
These warriors are particularly noted for their stubborn and 
exacting demeanour regarding anyone who crosses tem 
with contempt. 

+ When unit first gains this Batle Trait, uou can 
immediately use the Directed Hatred Requisition (pg 79) 
an this unit for ORP. 

‘+ Each time a modelin this unit makes an attack, ifthis unit 
isharbouringa Grudge against your opponent's Crusade 
Faction, you can reroll the hit roll. 


Resourceful 

Those woriorswesteno efrtin securing vital resources for 

tho Kindred, and theirfrugolity and resourcefulness ore much 

admiredand valued 

+ Athe end ofeach battle, foreach unit with this Вә 
Traitthatis on the battlefield, increase the amount of 
the resource thatisacquired by 10, to a maximum ofan 
additonal SO resources. 

+ Athe end ofeach battle, if one or mare units with this Battle 
Trait are onthe battlefield, each time you rolla dice to see if 
aû Rare Resource is sequired (pg ^4] add 1 to the res 


War-wrought 

Allthe training in the cosmos is no substitute for real 

experience on the botlefield, which hos hardened these 

warriors against both fear and suffering. 

= Each time a Morale testis taken for this unit, itis 
automatically passed. 

+= You can re-roll failed ut of Action tests taken forthisunit, 


Nullyn Cloneskein 
These hardy souls benefit from an advanced anti-empytic 
cloneskein that helps them shrug off the malign energies of 
the Immaterium, 

Once perturn this unitean attempt to Deny the Witch as fit 
жеге a PSYKER, f this unitis a PSYKER, then in each enemy 
Psychic phase, i can instead attempt to Deny the Witch one 
additional time, 


Comrades! Acclaim 
‘Advancement through the ranks ofthe Kinhostcomes 
primarily thanks to thereasoned and measured acclaim 
‘fellow коти. This tand has been accorded such ап 
honour, and so strive lhe herder‘ live up to ther fellows" 
expectations. 

Each time this unitis Marked for Greatness, itgains 2 
additional experience points. 


Mvanced Mag tech 
ois by the Kindred's ВАНИ 
shdd2"t0 


* Each time you use the Accel 


Full Throttle Assault 
This Pioneer bond have become adept ot shock assault 
tectes, laying down hails of fire asthey speed through the 
ranks ofthe foe. 

Exch tine tis unitis selected о shootin your Shooting, 
phase, fit Advanced during his turn, until the end ofthe 
phase it treats all HunTR weapons tis equipped with as 
Assaultweapons, 


strafing Run 
ing theirmagna-coils, Hemkyn pil 


edits shooting 


Einhyr Champion Уа Harvyr storms across a gantry to take the fight tothe insurgents of the Genest 


By the Throne of the God-Emperor himself, 
fighting these Kin is like trying to duel with a 
mountain. The harder we strike at them, the more 
firmly they resist us until our weapons fall from 
our numbed grasp. And when they launch their 
own armoured offensives? Why, then we might 
indeed just as well stand against an onrushing 
avalanche of crushing stone, for all the good 

our defence lines do us. I do not doubt that this 
missive will have dire consequences for me, but 
for the sake of my soldiers I have to say this. Let 
the xenos have the damned theldrite. It is all they 
have come for, and it is not worth any more good 
Imperial lives! 


= Last dispatch [rom Colonel Hogar, 41st Korlian 
Lancers. Entire regiment subsequently subjected to 
punitive execution for cowardice and dereliction of duly. 


Cults. The Kronus Hegemony 


have litte tolerance for their enemies atthe best of times, but even less when they are so clearly tainted by Tyranid corruption. 
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CRUSADE RELICS 


Whena Vorann CHARACTER gains 


Crusade Relics. 


ARTIFICER RELICS 


Warhammer 40,000 Core Book. 


Forgestar 
This respected relic houses a unique power core that enables the 


Model equipped with a volkanite disintegrator only. This Relic 
replaces a volkanite disintegrator and has the following profile 


Sa31nu aavsnua 


WEAPON RANGE TYPE S AP D 


Forgesar 18 HRI 5 4 1 
Abilities: Beam. Each time an attack ismade with this weapon, 
an unmodified hit roll of 6 inflicts 1 mortal wound and the attack 
‘sequence ends. 


Kahyrm’s War Plate 
Constructed over the lifetime of the Master Armourer Kühyrm, 
this wor plate can withstand a punishing amount of damage 


Add 2to the bearer’s Wounds characteristic 


One foe may have be 


violence — but now their absence has emboldened t1 


Crusade Relic, you can instead select one of the Relics listed below, All the usual rules for 
selecting Crusade Relics, as described in the Warhammer 40,000 Core Book, apply. IRONKIN Assistant models can never be given any 


А VOTANN CHARACTER model can be given one of the following Artficer Relics instead of one of the ones presented in the 


Iron Ambassador 

This exceptional weapon was named by a BrOkhyr with a typically 
"Kin sense of humour. It has been wielded by numerous heroes 
‘against the enemies of the Leagues of Votann, and has been the 
last word in many a failed negotiation with obdurate fos. 


Model equipped with an Autoch-pattern combi-bolter only. 
This Relic replaces an Autoch-pattern combi-bolter and has the 
following profile: 


WEAPON 


Iron Ambassador ar 


RANGE TYPE S А D 
m 


Abilities: Each time an attack made with this weapon is allocated 
toa model thats part ofa unit that has 1 or more Judgement 
tokens (pg ВБ), invulnerable saving throws cannot be taken against 
that attack, 


defeated almost bloodless — the outmatched Humans abandoned their resource-rich word under threat of 
cal greenskins, and the Kin must fight again to defend ther claim. 


ANTIQUITY RELICS 
A Уотанн CHARACTER model of Heroic rank or higher can be given 
‘one of the following Antiquity Relics instead of one of the ones 

presented in the Warhammer 40,000 Core Book. Add 1 to a units 
total Crusade points for each Antiquity Relic it has = this is in 
addition to the +1 from gaining a Battle Honour, for a total of 


Recyc Converter 
Waste not, want not. This module extracts minerals and biomatter 
from the energy streams of its host weapon, storing them in a 
quantum field until they are required by the Kin 


Model with volkanite disintegrator, ion blaster or graviton rifle 
only (ora Relic that replaces such a weapon). Each time the 
bearer destroys an enemy model with an attack made with а 
Ikanite disintegrator, an ion blaster or a graviton rifle only 
(ora Кейс that replaces such a weapon), at the end of the battle 
you gain: 


+ 20x Raw Minerals if that model was а Venicue. 
+ 20x Biomatter if that model was a MONSTER. 
+ 10x Biomatter if that model was net a VEHICLE and not 
a MONSTER. 
+ 20x Energy Sources if that model was equipped with a Relic 
(in addition to the above). 


You cannot gain more than 60 units of resources from this Relic 
per battle. If you would gain more than this from this Relic, 
select what type of resource(s) collected you wish to add to your 
Kindred Acquisitions Record Sheet — the remainder is lost. 


Ythur's Vengeance 
Jtwas said of master Brokhyr ниг Ойштеуе that he held 

more Gradger than any otber single Kin ie his people? Wistar, 
especially against the Orks. He put his intolerance to good ше by 
crafting this sub 

‘with an encyclopedic record of hostile species’ weak spots for them 
to exploit, as well as listing Yihuri endess Grudges so that others 


worked ocular augmetic. It provides its user 


+ The bearer harbours a Grudge (pg 73) against every Crusade 
Faction, and these Grudges can never be settled (ignore any 
rules that would apply when a Grudge is settled). 

+ Each time the bearer makes an attack against an ORKS unit 
you can re-roll that attacks wound roll. 

+ Ifan attack made by the bearer destroys an enemy unit, 
subtract 1 from that units Out of Action test at the end of 
this battle. 


The Captive Abyss 
It is said this emitter contains a captive black hole lent vengeful 
sentience by the Ancestors. When hurled into the midst of hated 
foes, it triggers a microsecond burst of ts ravening hunger and 
‘wreaks horrible carnage before falling quiescent again. 


"This Relic has the following profile: 


WEAPON RANGE TYPE s 


ThetapieAbuss 6 
Abilities: The bearer can only shoot with his weapon once per battle. 
ifthe target is hit by this weapon, it suffers D3 mortal wounds for each 
Judgement token (pg 86] it has and the attack sequence ends. After 
tesolvingthese mortal wounds, remove 1 Judgement token from the 
targetunt 


Grenade 1 


LEGENDARY RELICS 

A VOTANN CHARACTER model of Legendary rank can be givetvone 
of the following Legendary Relics instead of one of the ones 
presented in the Warhammer 40,000 Core Book. In addition, 
in order to give a model a Legendary Relic, you must also pay 

1 Requisition point (if you do not have enough Requisition 
points, you cannot give that model a Legendary Relic). Add 2 
to a units total Crusade points for each Legendary Relic it has — 
this is in addition to the +1 from gaining a Battle Honour, for a 
total of +3. 


Tórek's Shard 

Ancient records suggest that a time-lost craftsman named Tirek 
fashioned this plasma knife from the stuff of the first Votan = а 
primordial Ancestor and maybe even the sentience responsible 
for giving the Kin life. Unsheathed and raised high, Тот Shard 
inspires the Kin as no banner or impassioned oratory ever could. 


Кїн or Grimnyr model only: Once per battle, at the start ofany 
Fight phase, the bearer can unveil this Relic. If it does so: 


= Until the end of the turn, add 1 to the Attacks characteristic 
of models in friendly Voranw units that were within 6” of this 
model when it unveiled the Relic. 

+ Ifevery unit from your army is from the same Leag 
(excluding models with the UNALIGNED keyword), then every 
enemy unit within 187 of the bearer gains 1 Judgement token. 


fie Forge rang to tie sounds of industry. КАН Оту. 
passed rows of Brôthyr, toiling diligently at their A. N-vyl 
workstations. Broad pipes running overhead glowed with 
the fiery wrath of channelled plasma, their dancing orange 
illumination blending with the stark white strobe of electrol 
Оту strode past a trio of Sagitaur ATVs, still badly damaged from 
the fighting around Portspyre. COGs swarmed around the veils, 
directed by several more Brókhyr and their onkin Assistants, These 
d respectful greetings toward the passing Kahl. She returned 


too, direc 
them as she pressed on toward her goal. 
fit stood atop a raised platform. with 
COGs thrumming back and ied his instrudions. 
throughout the ending a last flurry of helper robots on their 
way, Vukat beckoned Omykonto the dais. As she clambered up to join 
fim, бе bent to pull ап oil-ceut off a heavy metal object. 


Ümy found Vron-master 


Forge 


vasler?' asked Оту. By way of reply. 
Ve the бойдин 
whistled in appreciation of its quality and 


‘You asked for me, In 


presented her with hie treasure. The Ка l nd cast 
a critical eye over it. She 
obvious lethality. ‘Wrought,’ she sai 
ult snorted, ‘Of course, Ив Kin. 
‘Mine?’ she asked. 


‘Alter that last fight, itd бе a damn waste to put it in anyone else's 
Vut, Оту felt the weight of the honour he did her, and 

бе racked the weapon's slide and sighted down its 
e offered its maker a hard smile. 


hands; said 
shouldered it gladly. 
barrel. Then si 


Best get back to the war and put it to use then, hadn't I? 


CRUSADE 
ARMY 


Aveteran collector of all armies short and stoic, 
James Gallagher was one of the Army Painter team 
before he became a Warhammer 40,000 Games 
Developer. All this has stood him in good stead to 
collect a formidable Leagues of Votann force. 


"The collection pictured here forms the core of James’ Leagues 
of Votann army, and hails from the Kronus Hegemony. The first 
thing that drew James to this particular faction was its colour 
scheme, a factor that he always considers before almost anything 
else when selecting which army he wants to collect. This is wise 
advice, whether you are a brand new hobbyist or have been. 
collecting Games Workshop armies for years. You will almost 
certainly get greater enjoyment from collecting a faction that 
you like to paint, and few things are as satisfying as seeing your 
collection fully painted and based when you set it out on the 
tabletop to do battle 


А desire to wage wars маз, in fact, the other factor that drew 
James to the Kronus Hegemony out of all the Leagues of Votann. 
"Their militaristic outlook; their willingness to declare a Grudge 
on the slightest pretext; their unsubtle, axe-based solutions 

of these appealed. James is а big fan of 
lism and pragmatism in the background 
and character of the armies he collects, and he saw all of these 
facets present in the Kronus Hegemony in great quantity. 


At time of writing, this force has yet to take to the tabletop in 
anger, as James likes to get all his models fully painted and based 
before he starts rolling dice. However, his regular opponent 
Lydia is- conveniently enough - a prolific and highly talented 
Orks collector with a formidable tide of greenskins to her name. 
As such, James is very much looking forward to unleashing his 
Oathband upon their oldest enemies and developing some new 
Grudges over the course of a Crusade campaign. 


‘Though it will undoubtedly gain more painting and modelling 
flourishes as units distinguish themselves in battle, James has 
already introduced some conversions and a bit of narrative 
‘modelling into his collection. With a simple head-swap from 
the Hearthkyn Warriors, he has created his female Einhyr. 
Champion, Vyha Harvyr, ready to smash through the enemy 
lines. He also has a plan as his collection progresses, to ensure 
that as many of his squads as possible contain an Ironkin 
amongst their ranks. More than just including them for 
aesthetics, James sees these nigh on indestructible companions 
as the recorders of their fellow warriors tales. Within his 
Kindred, it is custom for Ironkin to perform this function, 
ensuring that - should Kin die far from home and be prevented 
from returning to the Ancestors - at least their stories will be 
brought back within the Ironkin CUs and offered up to the 
Votann. Little story seeds like this can be the trigger for entire 
narrative games in a Crusade army; a mission to recover the 
fallen CU of an Ironkin story-keeper and all the heroic tales 
entrusted to its memory is surely on the cards for James’ army in 
the near future! 


AM ды 


THE «LEAGUE» KEYWORD 


Many datasheets in this section have the «League» keyword. This 
isa Keyword that you can select for yourself, as described in the 


[All Varn units are drawn from one of the Leagues. When you 
include a unit with the «League» keyword in your army, you 
‘aust nominate which League it is from and then replace the 

| ¢LEAGUE> keyword in every instance on its datasheet with the 
‘ame of your chosen League. This could be one of the Leagues. 
1. detailed in a Warhammer 40,000 publication, or one of your 


Example: If you include a КАН unit in your army, and you decide 
they are from the Greater Thurian League, their keyword becomes 
Genten Turian Leacue and their Kindred Hero ability reads 
"While friendly GREATER THURIAN LEAGUE CRE unit is within 

6 of this model, each time a model in that unit makes an attack, 
rela hit roll of 1 


If your army is Battle-forged, you cannot include units from 
two diferent Leagues in the same Detachment. You can find 
‘out more about Battle-forged armies in the Warhammer 40,000 
Gore Book. 


WEAPON PROFILES 


‘The weapon profiles found on a units datasheet describe the 
| primary weapons that models in that unit can be equipped with 
‘Some weapons are only referenced on a datasheet; profiles for 
these, and all other weapons, can be found on pages 100-101 


_ НОКТЕ WEAPONS 


Coupled with the natural steadiness and sturdiness of the Kin 
and their combat vehicles, the auto-calibration and gravitic 
nudge-assist provided by HunTR modules ensures a stable firing 
platform, even when on the move. 


“Many ranged Votan weapons have the type ‘Hun TR! The 

‘number of attacks that a model makes with a HunTR weapon 

is equal to the number written on that weapon's profile after its 
Ê For example, a model shooting a 'HurTR 1° weapon can 
© ake one attack with that weapon; a model fring a 'HunTR 3 
| Weapon can make three attacks, and so on. 


sit has. Certain. 
п to many units are only referenced on the 
jer than described in full. These are described on. 


EE 
This section contains the datasheets that you will need to fight battles with your Leagues of Votann 


well as an explanation of the selectable keywords found on those datasheets and details of 
armyspecific abilities. You can find out how to use datasheets in the Warhammer 40,000 Core Book. 


Warhammer 40,000 Core Book, with the guidance detailed below. 


EYE OF THE ANCESTORS 
Kin war leaders learn the ability to cast the Eye of the Ancestors, 
judging swiftly which foes teke priority for destruction. 


If every unit from your army has the VoraNn keyword and is 
from the same League (excluding models with the UnaLoneD 
keyword), then enemy units will gain Judgement tokens (to a 
‘maximum of 3) throughout the battle as follows: 


+ Each time an enemy unit destroys a VoTANN unit from your. 
army, that enemy unit gains 1 Judgement token. 

+ Each time an enemy unit successfully completes an action ог 
a psychic action, it gains 1 Judgement token. 

+ At the end of each of your opponents turns, you can select 
опе enemy unit within range of an objective marker that your. 
‘opponent controls, That unit gains 1 Judgement token. 


Ifa unit with any Judgement tokens is removed from the 
battlefield (e.g. because it embarked on a TRANSPORT, is entering 
Strategic Reserves, etc.) make a note of how many Judgement 
tokens it had when it was removed. If that unit is set up on the 
battlefield again, place the corresponding number of Judgement 
tokens next to it again. 


Ifa unit with one or more Judgement tokens splits up into two 
‘or more smaller units, each of those units gains a numberof 
Judgement tokens equal to that of the original unit, If two or more 
units combine to form a single large unit, and any of those units 
had one or more Judgement tokens, make a note of how many are 
оп the unit with the most just before they combined - the new 
larger unit has а number of Judgement tokens equal to this. 


Each time a Votan model (excluding COG models) from your 
army makes an attack against a unit that has one or more 
Judgement tokens, apply the applicable bonus from the table 
below to that attack. 


JUDGEMENT OF THE ANCESTORS 


Target 
f, that attack automatically wounds the target. 


Now We've Got a Grudge to Settle: On an unmodified 
hiteoll of, ifthatattack successfully hits he 
target, it also automatically wounds tho target 


Note, ifan attack automatically wounds the target as the result 
of this ability, then for the purposes of any other rules that аге 
triggered оп a particular wound roll, that attack is considered to 
have been made with an unmodified wound roll of 6, 


* 


өө 


Judgement Tokens in values 1, 2 3, 


MAGNA-RAIL 
The Kin utilise linear accelerator weapons to fire hypervelocity 
projectiles, capable of punching holes taro 


gh any target. 


Some Votann weapons have the Magna-rail ability. Each time an 
attack is made with such a weapon: 


+ Invulnerable sav 
that attack. 

+ On an unmodified wound roll of 6, 
inflicis is not lost. Instead, keep allocating excess dam: 
another model in the target unit until either all the excess 
damage has been allocated or the tay 


ig throws cannot be taken against 


ess damage that weapon. 


BEAM 

The Brókhyr of the La 
are masters of focused e 
technology. 7h 
perfecting the manufac 
lens 


туу beam 
rave spent millennia 
re of focusing 
stream modulators, capacitor- 

cal esoterica, 


роп as reliable 


shunts and other technolog 
which render these w 
аз they are lethal Beam weapons spit 
out a sustained stream of energy that 
bore ling in its path 
can be played over th 

wreak further ha 


rou nd 
геї region to 


oc amongst the foe. and B lie on a line 


unit. Unit B was not an eligible targe 
Look Out, Sir rule) and so cannot be h 


Some Votann weapons have the Beam 
ability. Each time an attack is made 
with such a weapon, if a hit is scored, 
draw a line between the closest point 
of this model’ base (or hull) and that 
of the closest model in the target unit 
Make one wound roll against the 
target unit, and each other unit this 
line passes over (excluding units that 
were not eligible to be targeted by this 
weapon when targ 
When a Venicue model makes an 
attack with beam weapons that t 
an enemy unit in Engagement Ri 
ОР, that attack is only 

that target unit and it ca 
other unit. 


ved against 
inot hit any 


and B 


unit, Unit B was not 


contains no mod 


hit by the beam, 


Example I: A Үотанк model with a beam weapon targets and. 


2: A отан model with a beam weapon ta 


опа line between the attacking model and the closest po 


ls with a W 
ut Unit A can. 


MEER. TAES D “рш 
Р 
STEADY ADVANCE 


The Kin stride into battle with an unwavering sense ofpurplse, 
their advance steady and deliberate 


+ This unit can ignore any or all modifiers to its Move 
characteristic and any or all modifiers to its Advance or 
charge rolls. 

+ Each time this unit Advances, do not make an Adv 
roll, Instead, until the end of the phase, add 3" to the Move 
characteristic of each model in this unit (add 6" instead if this 
unit is ACCELERATED), 


VOID ARMOUR 

Void armour comprises hardened, jointed segments hooked into 
the void suit beneath, It is fashioned from magnaferrite weave, 
and often reinforced with adamantine and enhanced with miero- 


field generators 


+ Each time an attack is made against this unit, your opponent. 
cannot re-roll the wound roll and cannot re-roll the 
de о] 
+ Each time an attack is allocated to a model in this unit, the 
Armour Penetration characteristic ofthat attack is reduced by 
1 (to a minimum of 0) 


Enemy Unit B 


Attacking models 
target (Enemy 
Unit) 


Enemy Uniti 


ts Unit C. Unit A 

nd the closest point of the target 

for the original attack however (due to the 
by the beam, b 


n the attacking model 


Enemy Unit& Enemy Unit B 


Attacking models. 
target (Enemy 
Unit) 


ets and hits Unit C. Unit A 
ıt of the target 
inal attack however (it is wholly 
ith the Obscuring trait and, unlike the Trwte unit, 

nds characteristic of 18 or h 


eligible target for the or 


ir) and so cannot be 


ÜTHAR THE DESTINED 


No. Name 


1 Она 


WEAPON (GE TYPE 


Destined Б 


Üharthe Destined is equipped with: volkanite disintegator Blade of 


M WS BS S T W A ld sv 


[na OM у ў 


‘Ancestors rampart crest 


D ABILITIES. 


S АР 


18 HuntR3 


Volkarite disintegr 


Bladeof the Ancestors Melee Melee 


OTHER WARGEAR ABILITIES 


Each time an attack is made with this 
weapon, an unmodified ht roll of 6 
inflicts 1 mortal wound on the target and 
the attacks sequence ends, 


Each time an attack is made with this 
weapon, an unmodified ht roll of 5 
inflicts 2 mortal wounds on the target 
and the atack sequence ands [it inflicts 
З mortal wounds instead fhe target of 
that attack has 1 or more Judgement 
tokens, page 86] 


Rampart crest 


ABILITIES 

Eye ofthe Ancestors, Steady Advance, Void Armour 
(pg86:87) 

Kindred Hero [Aura]: While a friendly GREATER THURIAK 
League Cone unitis 
modelin that unit makes an attack, rela hit roll of 1 


ithin 6” ofthis medel, each time а 


the most accomplis 
hero of the Greater Thu 
League, Kahl Othar the 
Destined is marked 

for greatness. Few can 
assess the foe as swiftly 
or mercilessly as Othar 
and - once he has his 
‘enemies’ measure - he 


High Kant: In your Command phase, select one friendly 
[GREATER THURIAN LEAGUE CORE or GREATER THURIAN 

League CHARACTER unit within 6” of this model, Until the 
star ofyour next Command phase, each time a model in 


that unit makes an attack, you can reno the hit rol. 


the Damage characteristic ofthat attack’ 


ged to 1 


leg Ancestral B 


The Destined: Each time an attack is allocated to this model, 


Rampart Shield (Aura): While a friendly GREATER THURIAN LEAGUE INFANTRY or GREATER 
THURIAN LEAGUE BIKER uni 
invulnerable save against ranged attacks. The range of this ability cannot beincreased by 


i within 6 ofthis model, models in that unit have aS: 


ng page 68] 


Bastium Veid Armour: This model has a4 
invulnerable save. 

Grim Eficieney: In each of your Command phases, f every 
unit from your army is from the same League [excluding 
models with the UNALIGNED keyword), you can select one 
enemy unitthatis visible to this model. If you do so, that 
enemy unitgains one Judgement token [pg 86] 

Ancestral Fortune: Once per battle round, when you make. 
a hit roll, wound roll, damage roll or saving throw for thi 
model, ora friendly GREATER THURIAN LEAGUE unit within 
6” of them, you can change the result of that roll to аб. For 
any rules purpose, this counts as an unmodiied 6. 


soon cuts them to pieces 
with the glow 


AS TRUE AS 


WROUGHT 


FACTION KEYWORDS: VOTANN, GREATER THURIAN LEAGUE 
KEYWORDS: INFANTRY, CHARACTER, SHIELD CREST, KAHL, HIGH KAHL, ÜrHAR THE DESTINED 


The Kin ure thir term for anything 10 


incontrovertibly true that to opestion it ir 
considered insulting and foolish. Fema 
plied to ath battle lans or 
dom derived from the Votan, ажал 


ther things 
5 


|All is equipped with: Autoch patter combi-boter forgewrought plasma axe; rampart crest. 


Auochpomemcombiboter 24° Нш а 
Ent time a attack is made with this 
Е TE weapon, an unmodified hitrol of 6 
Шш on Б HOURS 5 0 fet moral wound on the targetand 
the attacks sequence ends 
Forgewroughtplasmaaxe Melee Melee аза 
С ОЯ 
Mass gauntlet Melee Melee a 3 ‘weapon, subtract from that attacks 
hitrol, 


The bearers unit gains the SHIELD CREST keyword. In addition, the bearer has the following] 
ability: Rampart Shield [Aura]: While a friendly <LEASUE> INFANTRY or <LEAGUE> BIKER 


Rampart crest unitis within 6 of his model, models in that unithave a 5+ invulnerable save against 
ranged attacks. The range ofthis ability cannot be inceased by any means (og Ancestral 
Bearing, page 68), 
The bearers unit gans the TeLerontation keyword: During deployment, you ean setup 
ES ‘this ий їп teleportation dock instead of setting it up on the battlefield. If you do so, then 


in the Reinforcements step of one of your Movement phases, you can setup this unit 
anywhere on the battlefield that is more than 9" away from any enemy models. 


+ This models Autoch-pattem combi-bolter can be replaced with 1 volkanite disintegrator. 
+ This models forgewrought plasma axe can be replaced with 1 mass gauntlet 
+ This models ampart crest can be replaced with 1 teleport crest, 


Eye of the Ancestors, Steady Advance, Bastium Void Armour This model has a 4+ 
Void Armour [pg 86:87] invulnerable save. 
Kindred Hero (aura): While a friendly <LEAGUE> CORE 


unitis within 6'ofthis model, each time a modelin that 
unit makes an attack, re-rell a hit roll of 1. 


Grim Efficiency: In each of your Command phases, if 
every unit from your army is from the same League 
[excluding models weh the UNALICNED keyword), you 
сап select one enemy unit that is visible to this model. 
if you do so, that enemy unit gains one Judgement 


token [pg 86). 
FACTION KEYWORDS: VOTANN, «LEAGUE» 
KEYWORDS: INFANTRY, CHARACTER, KAHL 
89. * 
dus d 
- hx F 
(USO TUTTO шї. Ал 


Most Oathbands are led 
wisdom, determinatic 
and martial might a 
an inspiration to their 
arriors. КАМ ап 
equipp: 
powerful 
and potent fi 

tation techni 


EINHYR CHAMPION 


No. Name M Ws PB S T 


1  tinhyrChampion ЖОО Ж 


An Enhyr Champion is equipped with: Autoch-pattem combi-bolter mass hammer; Weavefield crest, 


WEAPON RANGE TYPE S AP D ABILITIES 


Нота 4 


Autoch-pattem combi boter m 


Esch time an atackis made with this 
weapon, make 2 it rolls instead of 
Melee Melee 1 1 Eachtime an attack made by this 
Esca Nec Mee 1 3 1 eeapon allocated o an enemy model, 
that enemy model cannot use any rules 
te ignore the wounds t loses. 


Each time an attack is made with this 


Mass hamme: Melee Melee x2 3 0343 weapon, subtract 1 from that attack 
trol 


OTHER WARGEAR ABILITIES 

The bearers unit gains the TELEPORTATIBN keyword, During deployment, you can setup 
this uritin a teleportation dock instead cf setting it up on the battlefield, If uou do so, then 
in the Reinforcements step of one of your Movement phases, you can setup this unit 
any 


Teleport 


ere on the battlefield that is more than 9° away from any enemy model 


The bearers unit gains the SwieLO Crest keyword. In addition, the bearer increases its 
Wounds characteristic to 6 and has а 4+ invulnerable save. 


Wesvelield crest 


WARGEAR OPTIONS 


+ This mode's mass hammer can be replaced with 1 


+ This model's Weavefield crest can be replaced with 1 teleport crest 


ABILITIES 


а P Eye ofthe Ancestors, Steady Advance Exemplar of the Einhy (Aura): While a friendly eLeasue> 
Bins Chain Ges мемо Void Amour [pg 8687] HeartwcuanDunts within 6" ofthis model each ime 
fitted with mass driver Mass Driver Accelerators: Each time this model ends a model in that unit makes an attack, re-rol a wound roll 
Combined with their charge move, select one enemy unitwithin Engagement f1- 

formidable close-quarters Range ofthis model and roll one D6: if the resultis Exo-armour: Each time an attack is allocated to this 
weaponry and bulky RAM anunmodified 6, orif equals or beats the highest model, subtract 1 from the Damage characteristic ofthat 
shields, is vargear ОАА 

bartering rams whose unk suffers D3 mortal wounds, RAM Shield: Each time a melee attack is made against this 
accelerated charge hits model sibrac fem that attacks wound roll 

ard enough to smash —— 

clean through armoured FACTION KEYWORDS: VOTANN, «LEAGUE» 

fortress gates. KEYWORDS: INFANTRY, CHARACTER, ACCELERATED, EXO-ARMOUR, EINHYR, CHAMPION 


This idiom ir both а reminder that 
Kin wot always live xp ta their 


THE ANCESTORS ee gettin adan 


a reassurance that the нетот 


ARE WATCHING raitas mear 


able 


GRIMNYR 


No. Name м WS BS 5 T W A 
1 Ginnyr ©» FH YF WES 
г шш рл Т 


A Grimnyr is equipped with: Ancestral ward stave. Each CORV is equipped with: Autoch-pattem bolter: 


WEAPON RANGE ТҮРЕ S AP D ABILITIES 
TTT жо? A 4 1 

Ancestral ward stave Melee Mee +3 2 03 

ABILITIES. GET {А 
Eye ofthe Ancestors, Steady Advance, СОНУ Support: Each time this unit suffers Perils of the Warp, this unit 
Void Armour [pg 86-87) contains 1 or more СОВУ models, 1 those models is destroyed andthe 
Ancestral Ward Crest: Each modelin fects] ofthat Peris of the Warp is ignored. 

thisunithasa 4+ invulnerable save. The destruction ofa CORV model is ignored for the purposes of Morale tests. 
Sing уы a) Wire Mihis units GRinweR models ever destroyed, all ofthis units remaining 


friendly cLeague> Cone unitis within ORV models are also destroyed, 
6” ofthis unit, add 1 to Combat Attrition 
tests taken for that unit. 


PSYKER dm 


This units Grimnyr can attempt to manifest wo psychic powers n your Psychic phase and attempt to deny one psychic 


power in your opponents Psychic phase. I knows Smite and two psychic powers from the Skeinwrought discipline 
(268). 


FACTION KEYWORDS, VoTANN, «LEAGUE» 
KEYWORDS (GRIMNYR): INFANTRY, CHARACTER, PSYKER, SHIELD CREST, GRIMNYR 
KEYWORDS [CORV]: INFANTRY, COG, CORV 


The Grimnyr zor Living 
Ancestors aie privy to 
the wisdoff of the Votann, 
and as close as to priests 
as the secular Kin get. 
Equipped with barrier tech 
such as ward staves and 
using COR 
they are able to rouse the 
fury of the immaterium 
against their foe 


Iron-masteis аге the тох 
mplished Brókhyrs of 

their Kindred. In battle 

they take on the duty of 

maintaining damaged Kin 


ar engines, often aided 
by Ironkin and COG repair 


Brókhyrs also bring their 
most powerful personal 
creations to war, takin 
atisfaction in unleashing 
them upon the foe 


1. Brükhurlron-master NIE NN Ac GNE RE % 
1. Workin Assistant CE e e r E n 
з ECOG $ 4A X 3 4 1d 14 $ ^ 


A Brökħyr Iron-master s equipped with: graviton rifle; graviton hammer. An ronkin Assistant is equipped with las-beam 
‘utter. One E-COG is equipped with: Autoch partem bolt pistol. One ECOG is equipped with: plasma torch. One Е-С0Б is 
equipped with: manipulator arms. 


Autach-pattem bolt pistol 12° — Pistol 8 E 
Each time an attack made with this 
m AU ORO Ё ‘weapon is allocated оа model wth a 


‘Save characteristic of 3+ or better, that 
attack has a Damage characteristic of 3 
Lasbram cuter 9 Pistolt 6 3 1  Beamfpg87) 

Each time an attack made nith this 
E su SH M x weapon s allocated t a model with a 
my ышы pest ok 2 2 Save characteristic of3+ orbetter, that 
attack has a Damage characteristic of 3. 


Each time the bearer fights, t makes 2 
Шай сарайы meee Tee User O 1o sadiional attacks with this weapon, 


Biase eich Melee Melee E) 


Eje ofthe Ancestors, Ionkin Assistant: While this ит! contains anIRONKIN 
Void Armour [pg 86-87) AssisTAMT model, this unit can perform actions even fit 
has Advanced, and it can shoot without its action failing, 


Multispectral Visor: In your Command phase, ifthis unit 
contains a BREKHYR IRON-MASTER model, you can select E-COG Support: Each time this unit uses its Веку 
one fiendly <LEAGUE> CORE or «LEAGUE» VENICLE unit Guild abi, ifthis unit contains 1 or more EG models, 
within g" ofthis unit you do so, until he start of your tho model being repairad regina 1 addiionolla wound. 

next Command phase, each time amacelinthatfriendly The destruction ofan E-COG is ignored for the purposes of 
unk makesanatockvitha ranged weapon, add LU Mess is units вибити Ir Masten modelis 
tacks hitrol ever destroyed, all of this units remaining -C06 models 

Brêkhyrs Guild: tthe end of your Movemem phase, are also destroyed 

this unit can repair one friendly <LEAGUE> VEHICLE OF 

аво Ex0-FRAME model within 3" afit. That modet 

regains up to D3 lost wounds. Each model can only be 

repaired once pertum. 

FACTION KEYWORDS: VoTANM, cLEAGUE» 

KEYWORDS (BROKHYR IRON-MASTER]: INFANTRY, CHARACTER, BROKHYR IRON-MASTER 

KEYWORDS [IRONKIN ASSISTANT): INFANTRY, CHARACTER, IRONKIN ASSISTANT 
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919 Heathkun Warrior [IET 


HEARTHKYN WARRIORS 


io qe Gs 


Ifthis unit contains 11 or more models, t has Power Rating 14. Every model is equipped with Autoch-patern bolt pistol; 
Autoch-pattem bolter; gravitic concussion grenades. 


WEAPON RANGE TYPE S АР 
[TUTTUITTNEROCNNCCTNNNN a 

oc gatmbnter MO CB ара 

po нып в з 

васати нан S owe: 03 3 

tasto ife LN ê 2 1 

с ГЛ аа 

— UO тыз $2 2 
ОИУ on fh eSB sad 
focused жоюш: 9 2 ш 

вая aw они 5 4 41 ва 

нәрәт ie КЕТ: а 4 0353 Magaral lg?) 
ee Ze 

[S ише мше eem 

p Melee ме er оз i Бле debes ghis imatas 1 
LITT NUNC CONO 1 1 вш 


OTHERWARGEAR ABILITIES RTTE 


The bearers unt gains the MEDIE keyword. In addition, once per tum, the first time a saving 


меде throw is failed fr the bearers unit, the Damage characteristic of that attack is changed to 0. 


The beaters uni gains the Comms Keyword МЇ ће bearers unit is within 24* ofa. 


Multivave coms; friendly «LekGue» Кін, model, the bearers unit is considered to be within range ofthat 


models Kindred Hero aura ability [pg 88-89). 
The bearers uni gains the SCANNER keyword. In addition, each time а model in the bearer's 
Pan spectral scanner unit makes an atack with a ranged weapon, the target does not receive the benefits of 


Light Cover against that attack. 


WARGEAR OPTION! 


+ You can select up to 2 different options from the folowing 
Wario's Atach pattem boherar ion blaster ith Litas avto rite 
уз Autach-pattem baher orion blasterean be replaced with 1 L7 missile launcher 
уз toch pattern boker orion blasterean be replaced with 1 EtaCam plasma beame 
а pattern boler orion blastercan be replaced with 1 magna rof, 
+ iis unit contains 20 models, you can also selectup to 2 dierent options fom he folowing list 
1 Waris Autoch patem boler orion blastercan be replaced with 1 Hlas auto rife. 
1 Wars Autoch pattern boer orion blastercan be replaced with 1 L7 misi uncher 
1 Wats Atoch pattern boer orion blasterean be replaced with 1 aam plasmabeamer 
1 Waror’s Autoch panem boter orion blastercan be replaced with 1 magna- rali rile. 
+ Upto 3 diferent Warriors hat re equipped wth eer an Ata atem bolter orion 
Ве equipped with a тийе comms aray * 
Ве equpped wth a pan spectral scanner" Well-armoured, vell- 
boster comot be replaced. , trained and equipped 
replaced with one of the following ian pet EaCam plasma pi M ie LE reel 
replaced with one ofthe (living т concussion gauntlet: plasma axe; 1 UM 


Warriors form the 


Thea 
® The TheysAutoch p 


- — backbone of most 
Oathbands, Led b 


their Theyns, they lay 


Eye of the Ancestor, Steady Advance, Void Amour [pg 86-87] ER ا ا‎ 


Weavefield Crest: This units Theyn has a 4+ invulnerable save, shrugging off the enemy's 
= = 4 urn volleys before 
FACTION KEYWORDS: VOTANN, «LEAGUE» ming in to shatter their 


KEYWORDS: INFANTRY, CORE, SHIELD CREST, CONCUSSION, HEARTHKYN WARRIORS 


9з 


9 POWER 


49 Heanhguard 8 
1 неу SEES ea hous ay 


iftis unit contains 6 or more models, thas Power Rating 18. Every modelis equipped with: EtaCarn plasma gun; Exo- 
armour grenade launcher, concussion gauntlet. The Hesur is additionally equipped with: Weavefild crest. 


EtaCarn plasma gun 24 HunIR1 
Exoamourgrenadelauncher 18° HunIROS — 4 4 1 Blast 
Each time an attack is made with this 
e weapon, an unmodified ht rol of & 
нше UE Manes 5 ® 1 inflicts 1 mortal wound on the target and 
the attacks sequence ens, 
Concussion gauntlet Mele Melee CIIM 
Each time an attack is made with this 
Concussion hammer Melee Melee xe 2 З weapon, subtract from hat attacks 
trol 
ee ES R Each ime the bearer fights, it makes 1 


additional attack with this weapon, 


The bearers unit gains the SHIELD CREST keyword. In addition, the bearer increases its 
Wounds characteristic to 3 and has a 4+ invulnerable save. 

The bearers unit gains the TeLePonTarion keuword During deployment, you can setup. 
this unitin a teleportation dock instead afsetting it up on the battlefield. If you do so. then 
in the Reinforcements step of one of your Movement phases, you can set upthis unit 
angwhee on the battlefield atis mare than $" away from any enemy models. 


+ Allaf the models in the unit can havetheir EtaCarn plasma gun replaced with 1 volkante disintegrator each 
+ All ofthe models in the unit can havetheir concussion gauntlet replaced with 1 plasma blade gauntlet each, 
+ The Hesyr's concussion gauntlet or plasma blade gauntlet can be replaced with 1 concussion hammer. 

+ The Hesyes Weavefield crest can be replaced with 1 teleport crest, 


Weaiefield crest 


Teleport crest 


Clad in formidable ex 
armour and equipped 
th a fearsome array 
of weaponry, Einhyr 
Hearthguard are a force to 


forming bodyguards 
around their Oathband’s Eye of the Ancestors, Steady Advance, Багато: Each ime an anach is allocated to a mode! 


heroes ot striking deep Void Armour (pg 86-87) in this unit subtract 1 from the Damage characteristic of 
into the heart of enemy that attack (to a minimum of 1) 

rritory, they are 
РАР FACTION KEYWORDS: VOTANN, <LEAGUE> 
апа іттоуаЫе іп Зеіепсе. KEYVIORDS: INFANTRY, CORE, Exa-ARMOUR, EINHYR, HEARTHGUARD 


CTHONIAN BESERKS 5 power 


No. Name M WS BS 5 T W A ld Sv 


510 Beserk E u UNESCO a E ES 


ifthe unit contains 6 or more models, thas Power Rating 10. Every model ie equipped with: heavy plasma axe 
WEAPON RANGE TYPE S AP D ABILITIES 
; Blast, This weapon can target unis tht 


Mole grenade launcher ib oak E x are not visible to he bearer 


Each time an attack is made withthis 
Concussionmaul Melee Meee X2 З 3  weapon,subtacti from that anach 
irl 


time an atack is made with 
attack with. 


is weapon, select one ofthe profiles below to make th 


leavy plasma axe 


Ste Melee Melee 3 


Sweep User 3 1 weapon profile, make 2 hit rolls instead 
En 
pnt ا‎ Each time the bearer fights, takes 1 
эбен Mote. Nel Ser additonal attack with this weapon. — 
WARGEAR OPTIONS: 


+ All ofthe models in the unit can have their heavy plasma axe replaced with 1 concussion maul each. 


+ For every models in this unit, 1 model thats not equipped with a mole grenade launcher can have its heavy 


plasma axe or concussion maul replaced with 1 twin concussion gau 
!dels in this unit, 1 model that is not equipped with а twin concussion gauntlet can be equipped with 
т Ifa model has а mole grenade launcher, add 1 to ts Wounds and Attacks characteristics 

a moe grenade launcher it has the SUBTERRANEAN 


1 male grenade aun 


While a unit contains ane or more models equipped wi 
EXPLOSWES keyword.” 

"Designers Note: fo Beserkis equipped with o mole grenade launcher it will be accompanied by on 1-С0б unit: both 
models shoud be placed on the same base and together they act as a single model for all cules purposes [айе опе 
with improved characteristics). 


Cthonian Beserks 


inp Ă—— К 

heavily augmented. 
LES and courageous Kin. 
Eye ofthe Ancestors, Steady Advance, Cyberstimms: You can enl charge rolls made fortis Brandishing mi 


melee attack; itat model has not fought this phase, do. unleashing explosives that 
rot remaveit from play. The destroyed model can fight tunnel through solid rock, 
there ata models us fnished mag enemys at spora and 
attacks, andis then removed from play. eric ah apes Ie an 
asteroid led with scams 
FACTION KEYWORDS: VOTANN, «LEAGUE» ‘Ghprestoun ont 

KEYWORDS INFANTRY, CORE, BESERKS 


Augmented: Each time a model in this unit loses a 
wound, ollone D6, adding 1 to the result ifthe Damage 


characteristic of thafattack was 1: on a 55, that wound is 


Meaning simply th 


THE VOID ISIN CL 
OUR VEINS 5528 


this theatre. 


nkyn Pioneers skim 
and 
scout enemy positions, 
riding on their m 
Fast, resilient, and 
idable 


far-ranging 
warriors often 
foe from 
quarters, ог 
d back intelligence on 
enemy movements to their 
Oathband's Kahl 


yr Rating 10. Every model is equipped with: bolt revolver bolt shotgun: 
magna col autocannon; gravitic concussion grenades. 


Bolt revolver [m nuc 
Bolt stoxgun 127 аваг Б аа 
HyLasrotary cannon 247 HunIRS Жс SEDED 

lon beamer ig онш? ? ог 2 Beam(pee”) 
Magne-<ollautocannon 24° HuntR3 $ tee 

Graii: concussion grenades Grenade06 5 a 1 


The bearers unit gains the SEARCHLIGHT keyword. In addition, each time a model in the 
bearers unit makes an attack with a ranged weapon, the target does not receive the 
benefits of Dense Cover against that attack. 


The bearers unit gains the Cows keyword Whilst the bearers unitis within 24 ofa 


Rollbar searchlight 


Mutinovecommsaray _fienly «Leagues Кн he Bearers unit isconsidered to be within range ofthat models 
kindred Fero aura abit [pg 88-89). 
The bearers unit gains the SCANNER Keyword. In addition, each tine a model inthe bearers 
Panspecalscanner unas an attack witha ranged weapon, he target doas not receive the benefits of 


Light Cover against that attack. 


+ Forevery 3 models in this unit, 1 can be equipped with one of the following: 1 HYLas rotary ĉanon; 1 ion beamer: Ifa 
modelis equipped with any ofthese weapons, add 1 to йв Attacks and Wounds characteristics. 
+ Upto 3 diferent models that are not equipped with either a HYLas rotary cannon or an ion beamer can each take one 
different option from the following list 
Be equipped with 1 rollbar searchight” 
Be equipped with 1 multiwave comms атац" 
Be equipped with 1 pan spectral scanner” 
"This model cannot be equipped with a Н.а rotary cannon or on ion beamer: 


Eye ofthe Ancestors, Steady Advance, Void Armour [pg 86-87] 


Ranger Outriders: At the start ofthe first battle round, before the first tum begins, this unit can make а Normal Move of 
upto 12"as fit were your Movement phase. This unit must end that move more than 97 away from any enemy models. 
| both players have units that can do this, the player who is taking the first turn moves their units first. 


FACTION KEYWORDS: VOTANN, <LEAGUE> 
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SAGITAUR P POWER 


No. Name 


12 Sagitur 


Gi 
gH 
> 
Б 


nemo 


Ifthis unit cortains 2 models, it has Power Rating 14, Every model is equipped with: HYLas beam cannon; twin bolt cannon. 


WEAPON . RANGE TYPE 5 АР D ABILITIES 

HYLas beam cannon [zm 9 3 06 Beam(pg8?) 

L7 missile launcher Before selectingtargets, select one ofthe profiles below to make attacks wit: 
Focused 30 Huki 9 2 w 

Blast 30 Ни 5 4 1 Bes 

ATR autocannon 2a Heavy م‎ 

Saghaurmissitelauncher 36 Heyê ош 3 3 

Twin bolt cannon 37 Hunks 6 2 

WARGEAR OPTIONS 

+ Any number of models can each have their HYLas beam cannon replaced with one ofthe following; 117 missile 
launcher; 1 MATR autocannon; 1 esile launcher 


ABILITIES 


Eye ofthe Ancestors, Steady Advance, Void Amour [pg 86-87) 


Mounted Assault: If this unit contains two models, then before the battle, at the start ofthe Declare Reserves and 
you can select one HEARTHKYN WARRIORS or BESERKS unit that contains 10 
jo units, each containing 5 models [when splitting a unit using this ability, 

the batle embarked within one ofthese 
two SagiTium models, f you are playing a Crusade mission, the Split Unit rules de not apply to INFANTRY units that split 
using this ability: f that unit has any Battie Ногош or Bartle Scars, both its split units count as having those Bartle 
Honours and 


Transports sep ofthe mission sequen 


models. If you do so, that unitis split into 


make a note of which models form each of the wo new units) which must sta 


ıs, and you anly need o take an Dut of Action test for that unit ifooth its split units are destroyed during 


NI ba Designed to survive 
Sagitaur Squadron: If this unit contains two models, the firsttime it is setup on the battlefield, each model must beset worst that hostile worlds 
up within Gof the other From that point onwards, each model operates Independently and is teated as a separate пі. and alien predators can 
throw at it, the Sagitaur is a 
rugged ATV ideally suited 

for scouting operations 


Explodes: When this transportis destroyed, rol one 06 before any embarked models disembark and before removing it 
бот play. Ona 6 it explodes, and each unit within 6” suffers 1 mortal wound. 


TRANSPORT! and swift, armoured 
= offensives. Sagitaurs 
Each model in this unt has a transport capacity ofS <LEAGUE> INFANTRY models t cannot transport EXO-ARMQUR cr mount a remarkable 
Exo-FRAME models amount of firepower for 
= ——— vehicles of thelr size, and 
FACTION KEYWORDS: VOTANN, «LEAGUE» can even Кпо‹ 


KEYWORDS. TRANSPORT, VEHICLE, ACCELERATED, SAGITAUR battle tanks 


LUCK HAS. vri eo tam 
NEED KEEPS ей с 


TOIL EARNS. 


BROKHYR THUNDERKYN 5 power 


No. Name HEEE СТ ДИЙ ШЫ С Us 


36 BrökhyrThunderkyn ЖОКЕ ORE GE BCE E 3 


е models, thas Powar Rating 10. Every models equipped with: bo 


WEAPON RANGE TYPE — S АР D ABILITIES 


"Bolt cannon. > Маз 6 2 2 


Blast Each time an attack made with this 
weapon is allocated to a model with a Save 
characteristic of 3+ or better, that attack hasa. 
Damage characteristic of 3. 


Graviton blast cannon 187 н 5 


he 
gig 
E SPcowersionbeamer 30 mmi? 
Se Ado WARGEAR OPTIONS 
r^ Mela medii i 


LAT nodes + Allefthe models in the unit can have heir bolt cannon 
into а powerful exo-frame, == 

they become Thunderkyn. ABILITIES 

Adapted from 

used to maintal 
spacecraft, these Omni и Each ime a mode! in thi 
exoskeletons exchange benefits of Dense! 
repair tools for massive 
heavy weapons, which th FACTION KEYWORDS: VoTANN, «LEAGUE» 
Brókhyr use to lay down KEYWORDS: INFANTRY, CORE, EXO-FRAME, BROKHYR, THUNDERKYN 
withering covering fice for Mills аныны ышын is 
the Oathbands and to pick 

off enemy armour, 


have heir bolt cannon 


Eje ofthe Ancestors, Steady Advance, Void Armour 


HEKATON LAND FORTRESS 


Sein ofthis models characte change ae euer damage as shown below 
No. Name 
Vekaon Land Fores 
шов 

[Se wounds remaining] 


1 
Hekavon Land Fortress 
в 
[5:8 wounds remaining] 


Hekaton Land Fortress 
[1-4 wounds remaining] P 


A Hekaton Lad Fortress is equipped with: cylicion cannon, MATR autocannon; pan spectral scanner bolt cannons 


WEAPON RANGE TYPE S AP ABILITIES necu 
те bearer can only shoot with this 
weapon once per battle. This weapon 
Can aget units that are nt visibieto 

Ancestor's vengeance the beater Each tme an atack is made 

warhead „Ж... 6 2 2 ih this weapon against a VEHICLE unit, 
that atackhas a Damage characteristic 

uf and an unmodified wound roll of 4 

Successful wounds the target 
Sol cannon a emi 6 2 2 
Cyclic ion cannon 24 Hesw303 8 2 2 вм 
Heavy magneraleannon 36 Heya — 14 а. 203:6 Марата БЕВ?) 
lon beamer 18 HunR2 ? 2 2 Beam (pg 87) 

Bast. The bearer can only shoot wih 
ке a is weapon once per bate This 
Griera ahid, POM e а о 1 — eapon can target units that are not 

Nsibletothe beater 
MATRautocannon ж мы г 2 

The bearer can only shoot vits this 
Mountainbreskerwarhead 36 Hewt 10 3 6 aee 

e bearer 

Beam [pg 87]. Each time an attack made 

with this weapon hits aunit, fthe unit 

SPheavyconersionbeamer 30 MuxR2 В 3 а thatwashitis wholly more than 15 


from the fring model, one additional hit 
s scored against that unit 


OTHER WARGEAR ABILITIES | 


This model gainsthe SCANNER Keyword. In addition, each time this model makes an attack 
anner witha ranged weapon, the target does not receive the benefits of Light Cover against 
that atack 


Pan spectral 


WARGEAR OPTIONS 


+ This model can take one ofthe following options: 
Replaca 2 bolt cannons wit 

Replace 4 bolt cannons with 4 ion beamers. 

+ This mode's cyclic ion cannon can be replaced with one ofthe following; 1 SP heavy conversion beamer; 1 heavy 

MNES eae: iconic battle tank and 

+ This mode's pan spectral scanner can be replaced with one of the following; 1 Ancestors vengeance warhead; 1 Kris rge ferk rod 


wrath warhead: 1 mountain breaker warhead 


Zion beamers, 


ABILITIES. | 


Eye ofthe Ancestors, Steady Advance, Void Armour [pp 86-87) 


Explodes: When this transport is destroyed, ol one D6 before any embarked models disembark and before removing it 


fom play. Опа Git explodes, and each unit within 6” suffers D6 mortal wounds. 
е E zi -— armour - and with the 


TRANSPORT ability to bear bands of 
Kin soldiery into battle — it 
is a versatile military ass 


This model has a transport capacity of 12 <Leasue> Інғантяу models. Each Exo-AnmouR model takes the space o2 
modele and each Exa-FRAME model takes the space o4 modele. 


FACTION KEYWORDS: VOTANN, «LEAGUE» 
KEYWORDS: VEHICLE, ACCELERATED, TRANSPORT, HEKATON LAND FORTRESS 


E 


WEAPON DEFINITIONS 


сап befound below: 


BOLT WEAPONS 


that replaces a bolt weapon, 


BEAM WEAPONS. 


WEAPON PROFILES 


Below you will find the weapon profiles for all the weapons that VOTANN models can be equipped with. If a 
Weapon has the Blast ability, the details of this ability can be found in the Warhammer 40,000 Core Book. 


A bolt weapon is any weapon whose profile includes the word 
‘bolt (Autoch-pattern bolter, bolt cannon, etc.), and any Relic 


A beam weapon is any weapon with the Beam ability (pg 87). 


‘Some rules refer to ‘bolt weapons, ‘beam weapons or ‘ion weapons: The definitions of these weapons for the purposes of such rules 


ION WEAPONS. 

An ion weapon is апу weapon whose profile includes the word. 
jorî (ion blaster, ion pistol, ion beamer, etc.), and any Relic that 

replaces an ion weapon, 


MAGNA-RAIL WEAPONS 
А Magna-rail weapon is any weapon with the Magna-rail 
ability (pg 87) 


© Heavy piasma axe 
= Suike Melee Melee 
-Sweep Meke Melee 
Manipulator arms Mele — Melee 
Mass gauntlet Meke Мове 
Mass hammer Melee Melee 
Plasma axe Melee Melee 
Plasma Made gaudet Mele Melee 
Plasma sword Melee Melee 
Plasma ore Mele — Melee 


Twin concussion gauntlet 


MELEE WEAPONS RANGE TYPE S АР D ABILITIES 

Ancestral ward stave Melee Melee. EUER 

Blade ofthe Ancestors Melee Мове Wi 4 2 Each time an attackis made with thi Weapon, an unmodified 
hit roll of 6inficts 2 mortal wounds on the target and theattack 
sequence ends (it inflits З mortal wounds instead ifthe target 
‘of that attack has 1 or more Judgement tokens, page 86]. 

Concussion gauntlet Mele Melee. EN 

^ ^ Eoncussion hammer Mele — Melee Хо 3  Eschtimeansttackis made with this weapon, subtract {fom 

dnatartacks hitrol. 

Concussion maul Meee Melee x 3 /— Eachtimean attack is made with this weapon, subtract 1 from 
‘that attacks troll 

сакаа Meee Melee Есе беа Stacks made Wah this weapon, make 2 hit 
rolls instead of 1 Each ime an attack made by this weapon is 
allocated to an enemy model, that enemy model cannot vse any 
rules to ignore the wounds it loses. 

Forgewrought plasma axe Melee — Melee JEANES 

Gravtón hammer. Melee Melee 32-2. 2. Ese ne a attack made with this Weapon ie allocated toa 


‘model with a Save characteristic of 3+ or better, that attack has a 
Damage characteristic of. 


Each time an attack is made with this weapon, select one of the profiles below to make that attack with 


2 
1 — Eachtime an attack is made with this weapon profile, make 2 hit 
tolls instead of 


O 1 Eachtmethe bearer fights, i makes 2 adational attackswith this 
Weapon. 

2 3 Eachtime an attack is made with this weapon, subtract 1 from 
паг апаска hit roll. 

73 0353 seh time an attack is made wih this Weapon subtract from. 
aMhatattacks hitrol. 

EWES 

3 io Eachumethe bearer igs, it makes additional attack wih this 
weapon, 

З 1 Eachtime the bearer fights, k makes 1 additional attack with this 
weapon. 

с ae 


2 2 — Eachtime the bearer fights, t makes 1 additional attack with 
this weapon. 


27 
id 


RANGED WEAPONS 


Ancestors vengeance warhead 


mE 24 HuntR2 7 REE EE EE 


Boltcarnon ЗБ HunIR3 3 


Bolt shotgun 12 Assault2 5 Y & 


к bearer 18 Muni в 2 Beam. m ПЛ 


ElaCarplasma pistol 6 Pistol 1 8 pem 


ЧҮЗ9ЧҮМ 


Gravitic concussion grenades Grenade 06 5 1 1 Biast 


Graviton rife 18 Ниаз Each time an attack made with this weapon is allocated toa 
model with a Save characteristic of 3+ or better, that attack has a 


mes characteristic af 3. 
62 s 


HfLas auto rifle 24° HuntR3 


LIESS Еш as 
5 2 2 


lon blaster кштп 


Kis wrath warhead ЗС Heawy206 6 2 1 Blast The bearer can only shoot with this weapon once per batle- 
This weapon can tar 


Las/bean cutter 9 Pistol 1 Б 3 1 Beam(pgB7] 
uum 24 Hunt 9 а 033 ШЕШЕП — ÀÜ TE 
1 Blast This weapon can target units that are not visible to the 
bear 


Mole grenade launcher. E3 


n 5 
Sagitsurmissile launcher. ЕЯ 10 3 3 ы 


SP heavy conversion beamer зр HuntR2 Beam [pg 87). Each time an attack made with this weapon hits a 
unit ifthe unit that washitis wholly more than 15 from the fing 


model, one additional ht is scored баш unit, 


Volkanite disimtegrator ав Muni 5 0 1 Eachtime-anattackis made with this weapon, an unmodied 
hitrollofGinflcts 1 mortal wound on the target and the atack 
sequence ends. 


POINTS VALUES 


You can use this section to détermine the points (pts) value of each unit in your army. Each entry lists the units size (e. how many 


models the unitean contain) and how many points the unit costs. Ifan entry has a unit cost of x pts/model, then the unit c 
points for every model in that unit. You must th 


add points foreach weape 


or other item of war 


an that is included in that unit. 


if it is listed in that units entry (Weapons and wargear not listed in a units entry cost no additional points to include in that unit) 


ен 


Üthar the Destined (pg 89) 

Units Tmodel 
Unit cost море 
Káhl [pg 89) 

Unite model 
Unit cos. gps 
= Mass gauntlet 10 pts 
= Rampart crest +10 pts 
EinhyrChampion (pg 30) 

Unit site {model 
Unitcost 30 pis 
= Mass hammer. 10ps 
Grimnyr [рЕ 91] 

Опт 3notets 
Uniteos 20 pts 
Brêkhyr Iron-master (pg 92) 

Uniteose 80 pis 


THE VOTANNIC COUNCIL 

High Kahl ET 
Lord Grim. +25 pts 
Brôkhyr Forge master. ES 


P> TROOPS 


Нев+куп Warara (p 9З] 

Uni size 

Unease 

> Concussion gium 

* васат plasma beamer, 

= Bacar plasma piso 
Has auto rifle 

lon blaster 

loni 

17 missile aunche 


Magna-ait rite 
Medipack. 
Multa 


comms atray 
Pan spectral scanner, 
Plasma axe, 

Plasma sword 


HH ELITES 


Einhyr Hearthguard [pg 94) 
Unitcost 
* Concussion hammer 


Conan Beserks (pg 95) 
ppc 


+ Twin concussion 


WASTE FEEDS 
THE VOID 


1020 models. 
11 pisimodel. 
10pis 
10ps 
бре 


5-0 models 


35 ptsmodel 
10pts 

5-10 models 
22 pts/model 
+40 pts 
Spis 


FAST ATTACK 


ГА) 


Unitsize models 
Uni 3Dtsimodel. 
* Юа rotary cannon. 10pts 
* bon beamer. siüpts 
* Moliave comms array Spits 


* Pan spectral scanner. pis 


* Rallbarsearenight iu 
Sagitaur (pg 97) 
Unicost 1109t8/mode 


= HYLas beam cannon. 


* Sagitaur missile launcher 


wi HEAVY SUPPORT 
Brökhyr Thunderkyn (pg 98) 


Unit 36 models 
Unite 35 ptsimode! 
+P conversion beamer. 5ps 


HêkätoniLand Fortress (pg 99) 


Unitsize. 1 model 
Unit cost 230pis 
= Ancestors vengeance warhead... «10 pts 
* lon beamer. E 
= is wrath warhead, 10 pts 
* Mountain breaker warhead 10 pts 


Penis the inimical environment 
ГЁ расага gj predator, thir idiom. 
graue the idea that wastefulness idleness 
or oversight ir likely to feed the crew ofa 

Kin oue to this ravenous beart: St 
canbe. plied t almost any situation ix 


Kin society from expending ammunition 


on poorly haven бей to failing to recycle 
food wate 


GLOSSARY 


Below you will find a glossary that contains a number 


Ancestral Judgement label (pg 50): А ule with this label will 
‘only apply if every unit from your armyis from the same League 
(excluding models with the UNALIGNED keyword). 


Ancestral Relic (pg 64): A type of Relic that can be given to Устани. 
CHARACTER models. 


Beam weapon (pg 100): A weapon withthe Beam ability (pg 87). 


Bott weapon [pg 100): A weapon whose profile includes the word 
bot, ra Relic that replaces a bolt weapon. 


All of the models in the unit can have thelr Weapon A replaced with 
1 Weapon B each: When this option is selected for a unit, every single 
modelin that unit that is equipped with Weapon A must have its 

weapon replaced with Weapon B. It is not possible for only some of the 
‘models in the unit to have their weapon replaced and for others not to. 


Ang number of models can each have their Weapon A replaced with 
1 Weapon B: When this option is selected for а unit, any number of 
models in that unit that are equipped with Weapon A can each have its 
weapon replaced Weapon В. Itis possibie for only some of the models 
in that unit to have their weapon replaced and for others not to, 


Drawn from: The League that a unit belongs to is the League they are 
drawn irom. А unitis drawn from a certain League if they have that 
Leagues name listed on their Faction keyword line. 


Eye OfThe Ancestors Bonus (pg 86]: Exch time a VoTANN mode! 
{excluding COG models) makes an attack, ifthe target of that attack 
has 1 o more Judgement tokens, a bonus applies to that attack. 


Grudge (pg 73): Units in your Crusade force can harbour Grudges 
against certain Crusade Factions. you opponent's Crusade Faction 
is one hat a unit in your Crusade force is harbouring а Grudge 
against that unit is said to harbour a Grudge against your opponent's 
army, When a enit harbouring а Grudge meets specified conditions, is 
Gradgeis settled and its Crusade card updated accordingly, 


Grudge Token (pg 73]: A token that works like Judgement tokens in 
all regards except they only apply whena model that is harbouring a 
Grudge against your opponent's army is making an attack {they are 
ignored forall other rules reasons] 


Hero ofthe Oathband (pg 49): Detachment ability for 
Үотанн Detachments. 


Inactive (Kindred Asset] (pg 24) Ifa Kindred Assets inactive, ts 
associated Crusade rules, and that ofits upgrades [if any] cannot be 
used until it has been reactivated by paging an amount of resources, 


lon weapon (pg 100):A weapon whose profile includes the word on, 
ora Relc that replaces an ion weapon. 


Judgement token (pg 86): A token acquired by enemy units during 
abattieif every unit from your army has the VOTANN keyword and 

is from the same League (excluding models with the UNALIGNED 
keyword). Each time a unit gains a Judgement token, you can place 
one token next to it. The number of Judgement tokens an enemy unit 
has willdetermine what bonus applies when a тани model attacks 
it Aunit cannot have more than 3 Judgement tokens. 


8. + 
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rof terms used in this Codex. 


Kindred Assets (pg 24): A Crusade force that includes any Vana — 
units can acquire and upgrade certain Kindred Assets, which wil 

reward you with different bonuses. A Crusade force cannot have mare 
than ane ofeach Kindred Asset, and each can only be upgraded once. 


League Ancestral Relic [pg 50): An Ancestral Relic associated with 
one of the Leagues. These are only available to CHARACTER models 
that are part of a League Detachment [and only if they, and your 
WARLORO, are drawn from the associated League). 


League Custom (pg 50): Detachment ability for VoraNN Detachments 
An ability gained by «LEAGUE» models and units based on the League 
they are drawn from, if ali VOTANW units in your army are drawn from 
the same League. 
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League Detachment [pg 50): A Vorann Detachment in which every 
Үотанн unitis drawn from the same League. 


League Stratagem [р 50): A Stratagem associated with one ofthe 
Leagues. These are only avait to Voraww units that are partaa 
League Detachment [and onlyif they are drawn from the assodated 
League). Al League Suatagems are considered to have the Votenn. 
Stratagem label [see below) 


Leagues of Votann secondary objectives (pg 70}: Additional 
secondary objectives that сап be used in certain matched 
play mission packs if every Detachment in your army is a 
Vorann Detachment, 


League Warlord Trait [р 50): A Warlord Trait associated with ore of 
the Leagues. These are only available to League CHARACTER models 
that are part ofa League Detachment (and oniy if they are drawn 
from the associated League). 


weapon (pg 100): weapon with the Magna аы, 


Psychic power type (pg 69}: Apsychic powers type is written i 
bold at the start ofits rules. There are three types of psychic power 
described in this Codex: Blessing, Malediction and Witchfire. 


Resources (pg 74): A Crusade force that contains VOTANN units can. 
gain resources as part of the Kindred Acquisitions rules, There are 
four types of resources that can be gained: Raw Minerals; Biomatten 
Energy Sources; Galactic Intel. Resources are commonly required to 
acquire, upgrade and reactivate Kindred Assets. 


Rare Resources (pg 74): A Rare Resource is a resource that is worth 
50 units ofits type. 


stratagem label (pg S8): A Sister's labels are written beneath its 
tte and can include: Votan Battle Tactic; Epic Deed; Strategic Poy: 
Requisition; Wargear A Stratagem can have more than one label for 
example, a Stratagem with Votann — Vargear Stratagem has both the 
Votann and Wargear labels 


Votannic Council [р 62): An upgrade that can be applied to Votann 
CHARACTER models (excluding named characters). 


Vorann Detachment (pg 49):A Detachment in a Battle-forged army 


where every model has the VoTANN keyword [excluding models with 
the UNALIGNED keyword). 
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BEAM (PG 87) 

= Each time an attack that is made wth such a weapon hits, draw a 
line between this model and the closest model in the target unit. 
Make one wound roll against the target unit, and each other unit 
this line passes over. 

* Do not rol for intervening units that were not eligible to be 
targeted by this weapon when targets were selected 

* When VEHICLE models make an attack with a beam weapon 
against an enemy unit in Engagement Range of it, that attack is 
only resolved against that target [it cannot hit any other unit) 


DETACHMENT ABILITIES (PG 49) 
* Voranw Detachments gain the Hero of the Ozthband ability. 
= Ушанн units in VOTANN Detachments gain the League 
Customs ability. 
* HEARTHKYN WARRIORS and HERNKYH PIONEERS units in VOTANN 
Detachments gain the Objective Secured ability (this ability is 
described in the Warhammer 40,000 Core Book). 


EYE OF THE ANCESTORS (PG 86) 

* Eye Of The Ancestors only appliesif every model in your army 
has the отан keyword and is from the same League (excluding 
UnALioneD models). 

Anenemy unit wil ain 1 Judgement token each time it does one 
ofthe following: destroys a Voran unit; completes an action or 
а psychic action; controls an objective marker at the end of thelr 
tum (one unit per tun} 

Each time a VOTANN model таке ап attack against a target that 
has one or more Judgement tokens, apply the following applicable 
bonus to that attack: 

1 Judgement Token: On an unmodified hit roll of 6, that attack 
automatically wounds the target. 

2 Judgement Tokens: On an unmodified hit roll of 5+, if that 
attack hits, it automatically wounds the target. 

3 Judgement Tokens: On an unmodified hit roll af 4+, f that 
attack hits, it automatically wounds the target, 


GRUDGES (PG 73) 

= Moran units in your Crusade force wil if they are destroyed and 
father ut of Action test, harbour a Grudge against the Crusade 

Faction of your opponents army, 

the start of the battle, roll a number of DGs equal to the number 
of units in your Crusade army that are harbouring a Grudge 
against your opponent's army: foreach 6, place 1 Grudge token 
(pa 73) next to one enemy unit; for each 1, you lose 1C 

Each time a modelin a unit makes an attack, fitis harbouring a 

Grudge against your opponents amy, rel hit roll of 1 (ifthe 

target unit has 3 Judgement tokens, you can re-roll the hit roll). 

Aunit that is harbouring a Grudge against your opponents 

army cannot start an action fitis within 6 of one or more 

enemy units 

unit that is harbouring a Grudge against your opponents army 

‘cannot Fall Back while it is within Engagement Range of ane or 

more enemy unis 

At he end of each battle, ifa unit that was harbouring а Grudge 

against yout opponents army has destroyed 3 or more units, 

Unless the unit harbouring the Grudge was destroyed, its Grudge 

‘has been settled. 
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HUNTR WEAPON (PG 86) 

* The number of attacks made with a HunTR weapon is equal to 

the number written on that weapon's profile after its tupe, e.g 
HunTR 3 = 3 attacks, 


KINDRED ACQUISITIONS (PG 74) 

= If your Crusade force includes any VOTANN units, you vil gan 
resources after that battle, 

+ The ype of resources gained is randomly determined y rolling 
25:1 = Raw Minerals; 2 = Biomater 3 = Energy Sources 
4 = Galactic Intel; 5-6 = Resource of your choice. 

+ The amount of resource gained depends on the battle 
size: Combat Patrol = 03x10; Incursion = DGx10; Strike 
Force = 206x10; Onslaught = 306x10 

* Ifyou win a battle, roll ane DB: on 6, you also acquire 1x Rare 
Resource (roll another D6 as above to determine its type). 

* Ifyou lose a battle, and you have 4 or more Kindred Assets 
(pg 24), roll one 06. Опа 1, one randomly selected Kindred Asset 
оп your Kindred Acquisitions Record Sheet becomes inactive. 


«LEAGUE» KEYWORD (PG 50) 
* When you include aunt with the <LEAGUED keyword nominate 
which League tis drawn from. 
* Replace every instance ofthe <LEAGUE> keyword on that units 
datasheet with the name of your chosen League 
* A Detachment cannot include units from wo diferent Leagues if 
your army is anle forge. 


MAGNA-RAIL (PG 87) 

* Invulnerable saving throws cannot be taken against attacks from 
Such weapons, 

* Onan unmodified wound roll af 6, excess damage is not lost 
Instead, keep allocating excess damage to another model in the 
target unit until ether ll excess damage has been allocated or 
the target unit is destroyed. 


‘STEADY ADVANCE (PG 87) 
‘This unit can ignore any or ай modifiers to its Move characteristic 
and any or all modifiers to Advance or charge rolls. 
* Each time this unit Advances, do not make an Advance 
той. Instead, until the end of the phase, add 3°to the Meve 
characteristic ofeach model in this unit (add 6" instead if this 
modelis ACCELERATED), 


VOID ARMOUR (PG В?) 
* Each time an attack is made against this unit, wound rolls and 
damage rolls cannot bere-rolled, 
= Each time an attack is allocated to this model, the AP ofthat 
attack is reduced by 1 (to a minimum of 0). 


VOTANNIC COUNCIL (PG 62) 
* If your army is Battle-forged, you can upgrade KAHL, BRÖKHYR 
In MASTER and GRIMNYR units. 

+ Doing so increases the unit's Power Rating and points value. 

* One CHARACTER model in an upgraded unit wil gain a new 
Votannic Council keyword, and additional abilities 

+ Your army cannot contain more than one model from the same 
League with the same Votannic Council keyword. 

* Crusade armies must use the A Great Honour Requisition (pg 79] 
to upgrade characters. 

+ You cannot upgrade named characters, 


THE ANCESTORS 
ARE WATCHING 


